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WARNING! 

THESE CREATURES ARE 
DANGEROUS! 



Lemmings: 

Dangerously 

Addictive 



DYNAMIC DUO! 

On This Special Preview Disk... 

AMIGA ATARI ST 




Rick Dangerous II: 
Exclusive New Level! 



Midwinter II: 
Interactive Preview! 




DOUBLE DARE! 

Dragon's Lair II: Time Warp 



> £' T. * 




FREE 
INSIDE! 

EXCLUSIVE 
Full-Colour 
Rollerbabes 
Calendar 1991 




GAME FOR A LAUGH! 

We Have It Out (Bloik!] With The Viz Team 
And Get Stuck lit [Fwelk!) To Virgin s Game 



Judge Dredd Meet The 
Man Behind The Helmet... 

Megalomania: A Sensible 
Solution To Evolution... 

Cruise For A Corpse: 

We Tell You Whodunnit.. 

Turrican II: Blows 
Us Away. . . 




READ THE DIFFERENCE! 
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RECALL- 



CHASE HQ t Sptciat Criminal Investigation, 

continuing where CHASE HO lelt off. • 
The Arcade ttwtei lakes you from mfe bright lights of 
Pais 4o the nigged terrain ol in Sahara. 
Your misston B to tratk down 
chase andtpprehend t 
ihe dangerous 
. - criminals 
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Doug Quaid 
you have been 

haunted by recurring 
dreams ol another life on Mars. 



service specializing in implanting fantasies into the 

minds of those who desire to turn their dreams into 

reality. 

THE EGO TRIP 'OF A LIFETIME 

Experience 

the horrorawour dreams 

urn into hideous nn^tSuddenly your every 

move is menitoj W^IRkbe assasins. You 

YOU'RE JJt YOU%tt>U'RE ME 

must travel 
lo Mars to discover ^ 
your true identity - your missi. 



Jc vehicles and a startling array of wea r , 
rtured in superbly executed graphics and a _ 
play that compliments the success of the 
year's top movie, 
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you Duneong through various terrains - 

hold the ine or plough the fields 1 

It's TOUCHER 

The criminals wield some 

heavy hardware - but so do you 1 

You can shoot but you must dodge their flak..* 

heavy gunfire, trucks unloading their cargo onto yo* 

bonnet... rt s the meanest pursuit game to hit the 

micro screen" 
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OCEAN SOFTWARE LIMITED 

6 CENTRAL STREET 

MANCHESTER ■ M2 5NS 

TEL' 061 832 6633 ■ FAX: 061 834 065C 





Seven levelsW muscle-straining, reflex -testing. 

•sideways scrolling fury 1 Destroy the ethal drug Nuke. 

face a stream of deadly Nuke gangs.. 

and then - if you survive - 

face the terror 

that is 

ROBOCOP 2! 
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morTe 
than a game 

. ROBPCOP2 
IS THE 
PRIME • 
DIRECTIVE 
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NARC The arcade act»n thriller wiiti te BIG finish. Infiltrate 

the criminal underworld - youf mission is to sell out and 

destroy the Aing pin 

ol Ihe MR BIG CORPORATION - 

if you gel that 

far 

You II have to ou:wit his enormous army of bodyguards... 

gangs oi charisma-bypass patients in trench coats, the bullet 

brfji with * 

the build ot a rtiinoceros and the breath of a dung beetle. 

packs of vicious canine yappies. the psychoid 

down with an evil sense of humour ■ • 

you II die, ou|jioi laughing 1 

Then meres 

1 he gas g u zzli ng r^if lac jack - a cooJ speci men el bow 

naigmg on the door rail, a serious looking piece m his 

hand and ready% blow you away as he rolls 

down main street leaving you 

toughing 

• ead 



ire 



r- 



v%m 




A'* ^4fr>Tft1li 


f 


1 P* B^ 1 




ATI 


" 


fft" 


1 


CwM|tt4i ^^k 


m 

m '1 

■ * 1 


{^^f % 





IIS 

fn all bad!.. ■ 
*Tdu've gof a choi 
lo back pau up, a mea* shiny Street madii 
some heavy metal hardware and some pretty neat motes. 
Aod. what about the king oin.. . 
cd I say he wis Mr. 6g? . 
* Nc he's 



Mr big; 
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4 UP FRONT 

Where's Demos? What happened to the 
Neo Geo feature? Why and whal indeed. 
The Demos section is in for repair, as it 
were, and will reium shortly in a new, 
improved form. The Neo Geo feature got 
squeezed out i his month but wi II appear in 
the next issue along wilh a look at all Ihe 
othg r con sole alternatives on off er. So lake 
heart! AJI is nol lost" See you nexl month... 





REGULARS 



6 LETTERS 

All your Ihoughts on paper, uncen sored, 
uncut and unveiled - apart Irom Ihe bits 
we censored, cul-oul and covered- up 

8 DISK 

Hare's how Amiga owners can get to grips 

with their exclusive new levet of Rick 
Dangerous II. and how Alan ST 

aficionados can do the same with their 
exclusive Midwinter II preview. 

12 NEWS 

Atari UK is cagey about its new console, 
Electronic Arts has two flight 'n' fight 
simulations in tha pipeline, and the latest 
UK, London and foreign charts are 
unveiled. PI us a look at whal System 3 has 
lo offer for 1991, and Delphine's new 
Cinematique adventure Cruise For A 
Corpse. 

33 WORK IN 
PROGRESS 

US Gold throws down the Gauntlet for a 

third time (page 37) and Rainbow Arts' 
Turrican attacks for a second (page 40), 
while the rest of us become Mega lo 
Maniacs with Sensible Software (page 
33) 

46 REVIEWS 

Psynosis Lemmings heads an all-star 
cast including Broderbund s Prince Of 
Persia, Three Sixty's Blue Max, and 

Domark s MiG 29. 

TIPS 55 

Stuck m a rut? Then here s hel p at h and for 
some of the latest releases .. 

77 Captive (Mindscape) 
62 Midwinter (Rambird) 
6 a Monty Pythons Flying Clrcu* 

{Virgin Games I 

69 Paradroid 90 (Hewson) 

61 Rick Dangerous II (Micro Sty in) 

55 Simulcra (MicroSty(e) 

5E Time Machine (Acti vision'} 

112 THE ONE ON ONE 

David Eraser talKs lo us about his lite, his 
loves., his loathes, his laughs and Elite II. 
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105 BOLLOCKS! 

Viz: disgusting, disgraceful or downright 

f u nny ? Virgi n ' s soon -to-be- released com- 
puterised version calls lor a look at the 
comic's success story. 

116 READY STEADY 
GO! 

Almost everything you need to know about 
ReadysoH's latest interactive cartoon - 
Dragon's Lair ll: Time Warp. 

121 AGAINST THE 
LAW 

The One, fearless and free, tussles with 
that bastion of law and order, Judge 
DreddJ, and talks to his creator lor good 
measure. 

126 VIRTUAL REALITY 




YOU MAY be 

used to reading 

reams of 

opinionated waffle 

elsewhere, but 

here we prefer to 

let the games 

speak for 

themselves. 

Relevant scenes 

are shown, wilh 

informative 

captions used to 

help convey the 

'feel' of the game. 

Provided with 
each review are 

opinions 

highlighting any 

goodand bad 

points, plus 

prices, release 

dales and ratings 

where possible. 

Basically there's 

something for 

everyone - at 

best a highly 

detailed review 

and at worst a 

highly detailed 

preview. There's 

nolhmg olever, 

)ust 

straightforward 

facts and ratings. 

Updates follow 

where 
appropriate. 
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86 ALPHA 
WAVES 

Infogrames 

36 BLUE MAX 

Mindseape 

73 HARD 
ORIVIN II: 
DRIVE 
HARDER 

Domark 




46 LEMM- 
INGS 

Psygnosis 

101 LINKS 

Access 



ADVERTISERS INDEX 

WHO'S advertising what and where. 



Aclivision 

Arc 

Audiogenic 

AT! 

SeslByte 

MtCioucli-" 

Core Design 

Cravy Joe's 

Cum-Com Software 

Datel 

Digital integration 

Cfeney 

Domark 

Electronic Arts 

Ella 
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Medusa 
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Turtwsort 


79 
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GRAPHICS 

Not necessarily 

how colourful of 

well drawn they 

are but how well 

they are used. 

SOUND 

Again, not a 

reflection of 

quantity Or Indeed 

quality of sound, 

but how wall it's 



PLAYABILITY 

How does the 

Same feel? d It 

addictive or Juat 

plain uninteresting. 

VALUE 

Essentially a 

reflection of lasting 

interest how 

much game you 

get for your 

money. 

OVERALL 

A useful point of 

reference - ■ 

summery of the 

preceding ratings 



81 MiG 29 
FULCRUM 

Domark 




89 PRINCE 
OF PERSIA 

Broderbund 

58 STUN 
RUNNER 

Domark 
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HEYY0U1 

WRITE TO THE 

EDITOR with your 

views and queries 

and you could win 

El 00 of software 

and an exclusive 

The One T-Shirt. 

ir there's 

something that's 

bugging you, 

about The One, 

software or lile in 

general, or there's 

anything you want 

(o know, whether 

it's about a 

release, lips or a 

technical problem, 

or even it you |usi 

want to reminisce, 

then don't 

hesitate to drop 

us a line. It you 

don't want your 

letter printed, 

please state very 

clearly MOT FOR 

PUBLICATION. 

Each month Gary 

Penn picks out 

the most 

entertaining, 

thought- provoking 

or opinionated 

letter, we receive 

hundreds ot 

totters a month 

and read every 

one, but 

unfortunately 

there's not space 

to print them all. 

This page 

represents a 

choice selection 

of the latest. 

SEND ALL YOUR 
views and queries 

to.,. 

Gary Penn 

The One 

Priory Court 

30-32 Farrlngdon 

Lane 

LONDON 

EC1R 3AU 

OR FAX YOUR 

views and queries 

on... 

(071)490 1095 

AND DONT 
FORGET to 

include your full 

address, T-Shirt 

size and machine 

lormal! 



JUST FOR THE 
WAR RECORD 

Dear The One 

I have just read the Tanks For The Memory feature m the 
November issue of The One. While all very interesting, there 
were some points which seemed slighlly incorrect. 

One sentence said, I quote; Strategy generally played a 
relatively small rote; the side with the besl armament was most 
likely to be victorious.'" 

This was unlrue m most cases. Germany invaded France and 
Poland with their new Blitzkrieg tactics - bombarding enemy 
installations before sending in the armour followed by infantry 
Grenad iers The shocked enemy were cul inlo isolated pockets 
ol resistance which were easily overcome. Although the 
Panzers were indeed great tanks their success depended also 
upon strict discipli ne , co-ordi nation and the use of other modern 
equipment such as the Stukka divebomber. 

Tactics played a large part in tank warfare during WW2 and 
when they were sent needlessly into combat they suffered 
heavy losses. When Germany invaded Russia m 1941 Ihe 
Panzer Divisions did well at first. Bui during the battles lor 
Moscow and Stalingrad it became apparent that armour was 
less effective during the street fighting. Indeed, anti-tank crews 
could safely destroy tank alter tank unless they fled from the 
enemy inlantry. Even in those days Infantry men armed with 
anti -tan k weapons (Piat and Pan z e rf au st etc) , flamethrowers or 
even grenades could overcome most tanks if they were skillful 
and patient enough. 

Nor did the side with most tanks win even/ battle. The 
Russians deployed their armour too widespread to be very 
elf active while Germany concentrated her armour so it could 
spearhead (or protect) the infantry. Indeed, it was ihe harsh 
winter weather instead ol any serious tactical flaw which 
decimated the German army. Fuel Irflie leaving tanks immobile, 
raids destroyed Nazi supply fines and thousands ol men froze to 
death in the terrible climate. 

Although heavy armaments often lead to improved range and 
accuracy it cou Id have di sadvantages, a notable exam pie being 
Ihe JPZ-VIP Ferdinand. Superior vehicles included the King 
Tiger JS-llandT34. allot which saw wide combat service, Thus, 
although armaments were needed in tank warfare, speed, 
numbers ol vehicles, armour and ihe personal crew's skill also 
had to be considered. Large guns would take longer to reload 
and fired heavier ammunition, therefore less shells would be 
carried Anyway, apart Irom Ihese minor gripes Ihe column 
was very well written and interesting. Is there any chance of 
another such features appearing in a future issue of The One_ 
How about one concerning Naval Warships or Attack Aircraft? 
S N Hardy, Sheffield 

Thankstorsetting us straight , $N. We didn't intend to belittle the 
importance of strategic warfare, and we do realise that tt forms 
the backbone lo every military strike. For your keen insight you 
win this month 's Star Letter prize of E 100 worth ot software As 
lor ihe possibility ot other features in this mould - yes, there are 
more planned, maybe even on s monthly basis. 



COIN-OP 
CRITICISMS 



A WINNING 
FORMULA 



Dear The One 

It seems lhal, at last, software houses are 
no longer concentrating on coin-op 
conversions. I think that developers have 
given up trying to crush down megabytes 
of coin op data into a humble 5 1 2K. It has 
become impossible to compress the data 
and still leave a playable game. It all 
started wilh Out Run - a decent conver- 
sion of the coin-op was impossible. 
Afterburner. Thunderblade Operation 
Wolf and R-Type are other excellent 
examples, proving that a great name 
seldom means a greal game. 

Let us hope th at orig inal games like Kick 
Off 2 and Rick Dangerous 2 are here to 
stay- 
just a tew quick questions . 
1 ) Did Geoff Crammond base his Stunt 
Car Racer lips (Issue 25) on those I had 
printed in another m agazine in the Spring? 
They are very similar. 

2} I know it's old, bul has anyone every 
completed Stage Three of Crazy Cars II? 
Even driving Hat out tor the whole course I 
find ii impossible. 

3) Which is the best golf game on the 
ST? PGA Tour Golf or Elite's Tourna- 
ment Golf? 

SP Healey, Bexley, Kent 
Answering your questions (ir$t... 

1) Considering Geoff is Stunt Car 
Racers author it's fair to assume lhal he 
came up with the tips by himself, it just 
goes lo show that great minds must think 
alike! 

2) Unfortunately, no-one rrere has 
claimed the honour of completing three 
levels. How about anyone else? 

3) Elite's Tournament Golf would prove 
to be the better of the two simply because 
PGA Jour Golf is, sadly, not going to be 
converted to trie ST. 

As to your other comments - we'd be 
lying if we said we disagree, although it's 
not lair to say that all coin-op conversions 
are terrible Oust look ai Rainbow Islands 
or Operation Thunderbolt) Original 
Ideas will always stand apart from the rest, 
no matter how good or bad they are. 



THE TROUBLE 
WITH FAERYS 

Dear The One 

I am writing as regards to a program I 

obtained from my local computer centre, 
called The Faery Tale Adventure from 
Micro Illusions in 1987. Try as I mighl no 
sooner do I leave the security of home 
when I 'm attacked by just about everything 
going (dead or alive) , Please help by telling 
me il there is a cheat or some way I can 
explore the mile long screen in peace or 
maybe with a minim urn amount Of bother . 
P Barnes, Brighton, East Sussex 
The Faery "Tale Adventure was just a little 
before Ihe One's time. However, there 
must be someone out there who could 
provide Mr B with some help, Send your 
tips to us at the usual address. 



IBPI 

[ go to boarding 

school and I never 

gel to ptay cm a 

computer When I 

go home my Dad 

always whips rna at 

everythirtg wft play. 

We have SirnClty 

which I would really 

like to limsh. My 

Dad never gets 

anywhere. Cain you 

help rne shew my 

Dad how it's dona 

lor once 7 

Sam Boilon, 

Da 1st on, Carllala 

Tha only advice we 

can give, Sam, is 

checkout Issue 17 

{February 1&S0) for 

some tips... 



FINANCIAL 
SOLUTIONS 

Dear The One 

I have just bought your November issue 
which, by the way, I shall be buying again. 
When I read the letters page I noticed two 
letters about raising money tor games. I 
only get £2.00 a week pockel money but I 
still manage lo buy a game (mail order) 
every three weeks, t have a paper round 
whichpays£5,00a week . It's worth going 
down the newsagents to see it they have 
any spare jobs if you are having trouble 
buying games. 
Michael Hall, Bury. Lanes 
PS: Can you recommend any good Space 
Invaders games please? 
Good for you, Michael - tt's great to see 
someone setting an example like this. 
Regarding your Space Invaders query... 
Conversions are hard to come by these 
days but many PD libraries contain 
versions of invaders and many other 
classic arcade games. 



Dear The One 

Being a Formula One fan and a devoted ST 
ownerl am disgusted to learn that there are 
no good realistic Formula One games in 
(he present market, I bough! Ferrari 
Formula One under the impression that il 
would be at least as good as, if nol better 
than Ihe Amiga version. Bul I was 
mistaken. The game lacks a sense of 
speed and realism. Perhaps it is not tair to 
just blame this attempt, as all good 
simulations are alike in their failures. 

A good realistic game should have a 
sense of speed comparable lo driving an 
actual Formula One car and not a Skoda, a 
selection of different cars and drivers, an 
emphasis on pil work and maintenance 
(unlike Continental Circus), the econo- 
mic factors involved with runn mg a formula 
one team, a full 26-car grid (rather lhan 
Ferrari Formula One's eight and GP 
Circuits 10), qualifying rounds and 
realislic damage not only to your own 
vehicle but your opponent '3 (as not shown 
m Turbo Cup). 

Some ol the graphics in Lombard RAC 
Rally are commendable, but even this 
does not meet up to the high potential of 
software companies and of programmer 
alike. I would be grateful il you cou Id tel I me 
if there are any plans for realislic formula 
one game to he produced in the near 
tutu re. 

A Distressed Formula One Fan 
Three new Formula One simulations are 
avaiiabie even as we speak... Impuize's 
Vector Championship Run (see this 
month's News), and Simulmondo's For- 
mula One 3D and F1 Manager (see News 
in Issue 27) should all be out now. To come 
there's Geoff Crammond's as-yet untitled 
racer, which, considering how Stunt Car 
Racer turned out, should certainly be 
worth the waif. 



I REMEMBER 
THE DAYS . . . 

Dear The One, 

I have a complaint, not to you but to any 
programmers who think that to sell a 
computer game on 16-bil there has to be 
brilliant music and graphics. 

My brother is a ZX&1 owner and ou' 
favourite game was 3D Monster Meie 
This would be brill ianl on the Amiga jusi 
add a little atmospheric sound and some 
colour. No fancy graphics or sound ana 
only one programmer would be needed. 
This could then be sold at a reasonable 
price and with more payability than any 
shoot em up. 

We owned an Atari 1 30XE until buying 
games became a liltle difficult, My brother 
persuaded me to buy an Amiga, I am very 
disappointed so far, having only lound one 
good game - Laser Squad The original 
writer Julian Gollop also wrote Chaos 
flebelstar Raiders and Rebelstarll only 
on Ihe Spectrum and other 8-bit com- 
puters. I have gone as lar as to buy a 4BK 
Spectrum and I use it more lhan ihe Amiga 
1 am now appealing to programmers lo 
write more addictive games for the 16-b ■ 
computers, rather than shoot 'em ups that 
are boring. 
Martin Black, Petta Wood, Kmrt 
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Take advantage of 



ProTennis Tour 2 
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IOUBLE THE FUN! 

THIS MONTH'S cover disk is a little bit 

special. Instead of two versions of the same thing for Amiga and Atari ST on the disk we 
thought we'd give Amiga and Atari ST owners something different While everyone in 
Atariland can sit back and be wowed by a preview of Flames Of Freedom - Maelstrom's 
sequel to Midwinter - Amiga owners can experience the thrills and spills of Rick Dangerous 

Two And A Bit. 

loadhg FLAMES Of FRHDOM 



AMIGA 

Loading Rick Dangerous Two And A Bit 

couldn't be easier. Simply insert the* disk 

into tde internal drive and turn on the 

power. The program will now load and run 

automatically. 

LOADHG 
ATARI ST 

Loading the Midwinter II prewew couldn't be 

easier. Simply insert the disk into the 

internal drive and turn on the power. The 

program will now load and run automatically. 

IffWfl PROBlfltt 

Should you find that your playable preview 

won't load, remove any extraneous 

peripherals, such as printers, and try agam. 

If the disk still reives to load it's probably 

faulty. 



FAULTY DISKS 

If you find that your playable preview disk 
refuses to load, simply, pop it into a |iffy bag 
of padded envelope and send it, along with 
your name and address to: THE ONE RICK 
DANGEROUS II or MIDWINTER II 
REPLACEMENTS, Stanley Precision Data 
Systems Ltd, Unit F. Cavendish. Swallow Rd, 

Weldon North Estate. Corby, Northerns 

KM 17 SJX. Please altow 28 days for a new 

disk to arrive at your door. 



ATARI ST 

If you read the Work In Progress in Issue 27 , y ou s hould know that 
Flames Of Freedom is hot property in more ways than one, Just 
to prove the point here's a special preview of the sort of things 
you can expect in the finished product, 

The preview opens with the title screens before revealing 
some of the 3D vehicles featured - in this case a biplane, a 
hovercraft, a helicopter, and a balloon (there are 22 modes of 
transport in the Real Thing}, This is accompanied by one of 
Maelstrom's original, atmospheric musical scores. 

Thereafter you will witness a list of some of the features you 
can expect to see in the finished product, followed by a view of 
the corridor, which acts like a main menu. 

You r boss will the n brief yo u on one of the si x possible missio n 
objectives before you are taken to the selected island. A 
selection of 3D screens represents your arrival on the island in 
question. Sadly, you aren't shown any of the other sequences, 
such as that underwater. 

On the island you ma nage to bribe J ea n Ma rgotti - one of the 
2000 characters found in Flames Of Freedom - to help you. He 
offers to take you blindfold to meet Bernard Mac-Donald. 
Unfortunately, on the way you are captured by the Sana ran 
Empire's secret police. You try attacking the guard but are 
beaten. 





pmnwiuRE 

No* you have the opportunity to play with the portrait designer 
used by M aelstrom to design t he appearance of the c ha racters 
in Flames Of Freedom. If you wish to do this, move the mouse to 
prevent the preview from beginning again. 

The features you can change are the following: face shape, 
nose, mouth, eyes, hair, beard, moustache, and glasses. Next to 
each feature are four grey icons. These operate as follows... 
+ Scroll Forwards Through Features 
■ Scroll Backwards Through Features 
UP ARROW Move Feature Up 
DOWN ARROW Move Feature Down 

Beard, Moustache, and Glasses all have a fifth icon to turn that 
particular feature off and on. 
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RICK MNGBWR TWO AND A BIT 



For Amiga owners we have 10 brand new screens for Rick II. 
which have never been seen before. You won't find then in the 
original release and you can't buy them in the shops. What's 
more, you don't need the original Rick II to play them. 
The joystick is used to control Rick thus... 

WITHOUT HRBOTTON DBHES8B) 

UP Climb Up Or Jump 
DOWN Climb Down Or Duck 
LEFT Walk Lett 
RIGHT Walk Right 

WITH HRBUTTON DBWSSO 

UP Fire Gun 
DOWN Drop Detonator 
LEFT Punch Left 
RIGHT Punch Right 

The aim is to guide Rick through each screen while 

avoiding the adversaries and traps, By punching the bad 
guys you can momentarily stun them, whereas the ray-gun 
zaps them permanently. Electronic detonators are best 
used to remove awkward objects. Good lucid 
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WHEN YOU'RE THE BEST , 
EVERYBODY WANTS TO 
STICK ONE ON YOU. 
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ACE...ACE RATED 973, CU AMIGA,..SUPER STAR 95%, 

C&VG...C&VG HIT 95%, THE ONE...95%, ZERO HERO 93%, 

GENERATION4„.97%, TILT...95% 



Electronic Arts I \m Station Road Langley, Berks SL3 8YN Telr (0753) -49442 Fax: (0753) 46672 
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Flight Of The Intruder takes you into the deadliest air combat environment the world has ever known 
- the skies above North Vietnam, 

In 1972, the USAF launched Operation Linebacker, US forces and their South Vietnamese allies are 
locked in a life and death struggle with the fanatical North Vietnamese Army, You must stem the tide 
of the North Vietnamese offensive by cutting its vital lifeline to its front line troops. 

From the US Carriers in the Gulf of Tonkin on "Yankee Station", you must attack a variety of 
installations defended by surface to air missiles and the MiG fighters of the skillful and determined 
North Vietnamese Air Force. 

Only team work will get you back altve.The "IRON HAND" flights must destroy or suppress the 
surface to air missiles whilst Combat Air Patrol aircraft circle high above the strike force looking out 
for enemy aircraf^Uiially, the strike aircraft must find and attack the target braving a hail of small 
arms ami untiafH ■MtiLepy fire at low level. Individual survival Is not the only measure of success, 
it isJiie suCfli pjias a whole that counts - there is no place for seekers of individual 

I i(i 17 and the more advanced supersonic MiG 21, capable < 
of operational flying and missigj 
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Choose between I wo of ihe best aircraft thai ever f!ew.TheF-4 
Phantom is fast, powerful and equipped with highly advanced 
avionics. It is so flexible lhat fl con perform any type of mission. 
The A >o Intruder hostile first all weather computer operated 
weapons guidance system (DIANE) and on outstanding weapons 
load, both hove stood the test at lime and ore still in service. 

Up to 8 friendly and 4 enemy oltcrafl on screen simultaneously, 

I different olrcwft accurately simulated. J different roles: MIGCAP 
IRON HAND, or STRIKE. 

Realistic mission environment with enemy art<licial intelligence. 

Switch between friendly aircraft in flight. 

Carrier take-ofl and landing with "MEATBALL" landing aid- 

In- flight radio messages with radio message queueing system. 

View Irom all aspects and (4 in cockpit views. 

C$) large numbers af mobile targets including trucks,, trains and 
barges. 

holistic terrain token Irom contemporary operations mops 
including Hanoi Haiphong and Than Hon. 

Instant "Quickslofl" option. 
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JANUARY 1991 



TOP TEN 

United Kingdom 

AMIG" 



i 



F19 STEALTH FIGHTER 
Micro Prose 



LOTUS TURBO ESPRIT 
CHALLENGE 

Gremlin Graphics 



TREASURE ISLAND 
DIZ2Y 

Codemasters 



ADVANCED FRUIT 
MACHINE 

Codemasters 



INCENTIVE BUILDS 
ON ITS SUCCESS 

INCENTIVE'S Freescape 2 system, used to create the 3D seen 
in its adventure Castle Master, is to be made publicly available 
in the form of 3D Construction Kit This utility allows 
sophisticated 3D modelling for entertainment or serious use. 
Using ar unlimited range of 3D polygons you can create entire 
miniature worlds and then take a tour through them. The 3D 
Construction Kit will be available on the Amiga, Atari ST and PC 
from April 1991 at prices to be announced. Further details can 
be found in the next issue. 




3D CONSTRUCTION KIT t*n be uwJ us creat* 

» thi* an on lh* Amiga ana you *"»'1 need 
use il- 



eomjrtaji 3D object! *UCh 
i mainemaiici aegrw 10 



5 ITALIA 1990 
Codemasters 



POWER PACK 
Beau Jolly 



KICK OFF 2 

Anco 
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M1 TANK PLATOON 
MicroProse 



TARGHAN 
Action 16 



CAPTIVE 
Mindscape 



Compiled by Gallup. 




TOP TEN 1 

1 :nidon 

AMIGA 


TOP TEN 

Germany 
AMIGA 


i 


POWERMQNGER 


1 INDIANAPOLIS SOO 

Elecirofiic Arts 


2 


PHIN.CE OF PERSIA 
Broijertiund 


2 WtflATlON 

STEALTH 
Delpnine 


3 


ROBOCQP 2 

Ocean 


3 INVEST 
StarBylfi 


4 


INDIANAPOLIS SW 

Eledrrjf'iHT: Aft5 


i OAMOCLES 
Muvitgen 


\l 


TEENAGE MUTANT 
HERO TURTLES 

Irnafle Works 


: . KLAX 
Own ark 


6 


CARTHAGE 


6 LEGEND Of 

FAEHGHAIL 

ntum 




LOTUS ESPFWT 

TURBO 

CHALLENGE 

Gremlin Graphics 


t swcrrr 


H TRANSWORLD 

Slarfiyi* 


S 


Ml TANK 

PLATOON 


9 KICK Of F II 

(WOH LD CUP 
EDITION | 
A/ko 


I 


STAR CONTROL 

Aooctwfe 


^KING'S QUEST 
TRIPLE PACK 
Stecra 


10 LOST PATROL 

Of*an 


Courtesy u' Atiusllgr 

Software MarM 

Germany 


ri-juMHl m Sixain Cans LB. . 
1* FUii 1 1D drt3>a Si. L0™HTi 
A1DSDP 1d:|(J?H WISH. 



3D COHSTHUCTKJN KrT looks iu« a» flood on the ittri ST as it oO*a on 
■he Amiga, *» this n**t sW«bo*rd and computer dw"S<t*lrate. 

THE END IS NIGH! 



BUlLWr+GS can b* properly d«fl(»d nrflb r**l Inlwloi*. " lhat you cin 

axplort lh*ffl oulsio* pnd In. 




INSECT INVASION 



PSYGNOSIS has bringing about the destruction of toe Earth, just 
so you can get out there and save it Armour-Geddon is a 3D 
Shooting extravaganza featuring 3 multiplicity of craft and 
weapons in the ultimate scenario - the end of the world. And (no 
surprises here) it's up to you to save it The enemy outnumber you 
but with toe help of your RWJ people you are kept supplied with 
the latest weaponry and craft Armour Geddon is released In 
January on the Amiga arid Atari ST for £24,99 A PC version is 
unlikely. 





THE ARCH LEADER el Ihe Mclherriood ttfocpa Jo th* rauem wtth her 
later-powered eye* to save th* world 1 * bouncing b*fel*a. Hoorph! 

SENSIBLE SOFTWARE S B-biL hit Insects In Space is to swarm 
onto the Amiga and Atari ST in January from Hewson. In this 
Defender-style shoot 'em up the Earth has been invaded by 
deadly alien insects that have wiped out everybody but the 
world's babies. As arch leader of the Motherhood you have to 
prevent the i nsid ious insects from wiping out humanity once a nd 
for all Insects In Space has been programmed by Dave Centrall, 
with graphics by Mark Jones (of Stormlordfamel and music by 
the Maniacs Of Noise. It's all yours for £24.99. 
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JANUARY 1991 



TOP TEN 

United Kingdom 

TARI ST 
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F-19 STEALTH FIGHTER 
MicroProse 



LOTUS TURBO ESPRIT 
CHALLENGE 
Gremlin Graphics 



FRENCH FUN FOR 1991 

TOP FRENCH software publisher UbiSoft has an impressive 
line up of releases for the first half of next year. The five 
products to appear in the first few months range from 
frantic arcade action to involved strategy. 



KICK OFF 2 
Anco 



TREASURE ISLAND 

DIZZY 
Code Masters 



ADVANCED FRUIT 
MACHINE 
Code Masters 

SUPREMACY - 

Virgin 





GRAY IMPORT 



POWER PACK 

Beau Jolly 



$TAR RUSH i* *n™i r «m up action wnh huge 
tprltm. Flawing ■ hwiwdwiHy difficult *Mi of 
Uunnlng pt»tln tWDllIng your globular «ikp 
f»o»* in nv*T9rsn»n haadlou**. It* out at Ins 
Amiga. Alarl ST and PC BOCHt- 



FHOM BLUE BYTE, tha prO*JWr» of P'O T«wi 
Tour c«ui Ban* '**■ ■ M* 1 ""** »ir«**9V 
wargamt playad on i uadrmnal taWa-lop •^ 
MHpnal «ri=». Amiga. «*« ST and PC alr.tafly 
farurtca can 9*t thai' m -** «» n ««"■■ 



THE LATEST creation of US Developer Gray 
Matter, creator of the hilarious Fiendish 
Freddie's Big Top 0' Fun, is the more serious 
The Ultimate Ride- It's a motorbike simulation 
where von get to ride one of the world's six 
top racing bikes on one of si* top racing 
tracks The Ultimate Ride features an 
impressive tilting horizon as you take the 
bike into tight bends. If you fancy a ride you 
can get c ne f r om Min dsca pe on Am i ga and 

Atari ST for £24.99. 
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HOLLYWOOD 
COLLECTION 
Ocean 



10 



YOGI'S GREAT ESCAPE 

HiTec Softwa re 

WHEELS OF FIRE 

Do mark 



CwnptM by Gallup. 
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TOP TEN 

don 

ATARI ST 



1 flOBOCOf 2 



SUPREMACY 

Vngm Gam** 



CADAVER 

U aw n o i 



GOLOCN AXE 

YirgpnGaroe* 



CORPORATION 

Core Design 



$Cli CHASE t*d ■ 

Ocean 



TEENAGE MUTANT 

HERO TURTLES 
Imag* Works. 



TOP TEN 

• nee 
ATARI ST 



SHADOW OF THE 
BEAST 

IHygntws 



GOLD OF THE 
AZTECS 

us Gold 



MIGHTBREED: THE 
ACTION GAME 

Ooaan 



SLV SPY; SECRET 
AGENT 

Ooaan 



5 -SHADOW 
WARRIORS 

Ocean 



LOTUS TUflBC 

ESPRIT 

CHALLENGE 

Gremlin Graphics 
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CAPTIVE 

Mind scape 



TEAM YANKEE 

E-.mpirs 



CompfcKJby Software 

Circus Ltd, The Plaza, 

120 Oxford St. 

London WIN 90P 

Tel: (071) 346 2811. 



LEGEND OF 

FAERGHAlL 
Rainbow Arts 



SMOWSfRIKE 

Epy» 



OPERATION 
STEALTH 

Delphina 



in 



LJE MONDE DCS 

ME.HVEIi.Ltb 

Ocean 



MIDNIGHT 
RESISTANCE 

(Jcaan 



THE UON may thin*, ha * Kl"9 o1 *• »■■*'■- ** 
Jog The Monk*v haa Other Ideas ibwl that, 
Amiga, Atari ST and PC owrwri een anjoy hia 
•nllea kl January, Hat a h*'t m«n**ylng *tOunA 
wUh «n hjW 40*nn*. But *rhy la thw t e. baby 
grand piano In In* lunula? 

ELITE MADE MIGHTY 

TECM0 IS HARDLY the most well 
known name for delivering arcade 
classics - and yet it's been respon- 
sible for one of the best 

That's BombJack. a craekkig little platform 
romp m which the eponymous character 
collects and defuses group* of bombs while 
avoiding bizarre aggressors. Mow the mighty 
BombJack's back in, appropriately enough 
Mighty Bombjack, courtesy of Elite. 

This new incarnation leatores 17 levels ana 
over 250 different screens. Once again ttie 
action's fasland frantic as you fly BJ around the 
platform-crammed screens to defuse all the 
bombs. Mighty BombJack will be making a big 
bang at the end of January on the Amiga £24.99 
and on the Atari ST lo' £19.99. 

IS IT A BIRD? la It a plana? No, rt'a Mighty 

BHnbpKk... 



LIQHTOAJEST I* an arcade' *dv*n(ura ■*! In a 
maeerv* *»rk world 61 Drag*"* Sw Supemli. 
ZnnfcHK and unkwrw. It laalura* 
tupart^animalad jraphK* baaed on iradllwnel 
French comic ifL and prami*#a lo be a trtal tor 
any Amiga. Atari $T or PC own**. 



tuaiCC'Rin 
KmtiSjfll 




CAN BOMBJACK, boHad thoM last thfaa DomUa 
before all Hit lu=h daeart* him? 



RAUYWfi ROUND 

FOLLOWING its acquisition of the Team 
Suzuki and Lotos Esprit licence*- Gremlin 
has just launched its licensed racer based 
on the Toyota Calica. This 3D rally driving 
simulation, called (appropriately enough) 
Toyota Ceiica GT Rally, boasts a detailed 
landscape and realistic handlingof the car. 

Am i ga and Ata ri ST owners will tl nd it in the 
shops now for £24.99. 



Compiled by 
MicoMnna. Franca. 





THE POWE 
TO CHANGE 
AMERICAN HISTORY 



CAN YOU LEAD THE OUT-NUMBERED REBELS 
TO VICTORY AND WIN THE GREATEST BATTLE IN 

THE AMERICAN CIVIL WAR? 



GETTYSBURG 



■ 



The third Title in ARC* 
acclaimed Battle Scopes 
series, Gettysburg is a 
war game simulation 
from the American Civil 
War. The battle featured 
was. a massive 
confrontation between 
70,000 troops under the 
charismatic General Lee 
and 90,000 Union 
soldiers under the dry 
and calculating General 
Meade. It was the 
pivoted battle of the 
American Civil War, 
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History tells us that Lee 
lost the battle, but with 
Gettysburg! you can re- 
write history. Can you 
guide the rebels to 
victory and change the 
course of American 
history? Would you be 
able to defeat Lee and 
ensure a Union victory? 
The choice and the 
challenge are yours, 



Features: 

• Stunning BattleScapes 
graphics. 
> Original Soundtrack. 




REACH OUT TOR THE POWEf? 



Eighty page play guide. 

I Laminated Map. 

Free write on, rub off 

BattleScapes pen. 



viTM-n shnrs an- only inrmdfed lo br 

iHuMratife nF th* fame piny end noi 

** Mr*** grephsu which wry 

r.Drmrk*ubly b*r-**n diHsranrt 

tHHHJiii in ajurilrty onn appwrBnr.6 

end arn iubf*f1 id lh» compL/inr i 
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REACH OUT FOR THE POWER OF ARC 
ATARI ST CBM AMIGA £29.99 

ARC r P.O Box 555, Slough 5L2 56Z. 
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TOP TEN 

United Kingdom 

IBM PC AND 
COMPATIBLES 


i 


THE HITCHHIKER'S 
GUIDE TO THE GALAXY 

Mastertronic 


2 


PGA TOUR GOLF 
Electronic Arts 


3 


ON SAFARI 

Digital integration 


4 


TEST DRIVE III 

Accolades 


5 


CURSE OF THE AZURE 

BONOS 

US Gold 


6 
7 


BATMAN: THE MOVIE 
Ocean 


SILENT SERVICE II 

MicroPros© 


S 

g 


TRACKSUIT MANAGER 
HiTec Software 


WOLFPACK 

Ivlirrorsoft 


10 


PLANETFALL 
Mastertrortic 


Compiled by Gallup, 



IMPULZE PURCHASE 

BUDGET software publisher Zeppelin has relaunched its full 
price Cognito label as Impulze. The two new releases to appear 
wit h the new logo a re Vector Cha mp io rtship Ru n an d Edd The 
Duck. Championship Run uses filled 3D polygons to recreate ail 
the thrills and spills of Formula One racing. Six top tracks are 
featured, including Silverstone and Monaco. Edd The Duck on 
the other hand concerns the exploits of the star of BBC 
Children's Television. Can you help Edd find his way through all 
the departments ait the BBC? Of course you can. Both Impulze 
releases are out now for the Amiga and Atari ST and priced at 
£24.99. 





VECTOR CHAMPIONSHIP RUN; Streaming round the ben* ¥o" c»lch 
sight of the liacHr, but can you ovirtakt Mm in time? 



TOP TEN 

London 
IBM PC AND 
COMPATIBLES 


TOP TEN 

USA 

IBM PC AND 
COMPATIBLES 


1 


wing 

commander 

6rii|ii'i 


1 


WING 
COMMANDER 

Origin 


2 


KINGS QUEST V 

Si*rra 


3 


JACK NIC KLAUS' 
UNLIMITED QOLF 
Accolade 


3 


TEENAGE MUTANT 
HERO TUHTLES 
Imags Works 


3 


LINKS 

Access 


— 
4 


PGA TOUR GOLF 

Electronic Arts 


A 


SAVAGE EMPIRE 
Origin 


b 


THEIR FINEST 
HOUR: THE 
BATTLE OF 

BRITAIN 
i_uc**Hm 


5 


COUNTDOWN 

Access 


6 


DflAKKHEN 
In'ogrames 


6 


UNKS 

Access 


7 


WHERE IN TIME IS 
CARMEN 

SANQIEGQf 
BroOe round 


■? 


FLIGHT 
SIMULATOR IV 

SubLogic 


e 


Ml TANK 
PLATOON 

MicroPros^ 





TRACON H 

Wesson International 


9 


5TRATEGG 

Accolade 


9 


INDIANAPOLIS 500 
Electronic Arts 


10 


JONES IN THE 
FAST LANE 
Sierra 


10 


SAVAGE EMPIRE 
Origin 


OxtmkI by ^ottwre Cms UH. 
Tta PBiB. m OH»n SI. tamai 

wibjpp ■ <* :^. r i i u-i6 aan 


Courtesy ol logjft 
Magazine. Japan. 




FUN AND GAMES »■ Ow BBC with cmwiem Television* Edd The Oucfc 

shoot -m UP 

SORCERY 



SHOOT "EM UPS take a magical turn in 
Infagrames' Mystical. As a sorcerer's appren^ 
tice trying to make the grade you have to prove 
yourself by taking an a variety of clerics, witch 
hunters, and inquisitors, who are all out to put -an 
end to your prestidigitations practises. You can 
fight back by collecting and using different 
potions and spells, which do eve*ythingf nam the 
old nat (tu mingyour opponents into frogs, to the 
startling original (trapping them in small cages]- 
This. magical experience is available to 
Amiga and Atari ST owners for £24.99. 



THE BLOCK) and gut* M«*(t ol Nirco Police . Croup Three jive* hell to a 
gun emplatenvenl 



DRUG'S BUST 



HOI ON THE HEELS ot Ocean's conversions ol the anti drugs com-op 
M»rc (see Review m Issue 27). Spanish softy ier Dinar i 

Marco Police. This orgiastic krihngspree in the name ofawortd 

s has you coordinating three tea 
ihe drug dealers' secret hideout at - their 

rghiat along with all the gore there ism fact 
1 1 fancy Mowing away some criminals 
mi an *.mifr» or Atari I n up now (or £2499 



GET SAVAGE 

ORIGIN'S Savage 

Empire, the first in 

the Worlds 01 

Ultima series, is 

qui now an the PC 

for £34,99 from 

Mindscape. As 

Avatar you 

explore Eodon - 

a world full of big 

boned dinosaurs 

and large-chested 

native women. 

Savage Empire 

jics the latest 

version of the 

acclaimed Ultima 

Role Playing 

System, allowing 

the player total 

freedom within its 

environment 





AN INQUISITOR nwtlt 
* wall-aimed gourd 
which *miKK* you in 
the goo but «o* 
before you root his 
fallow priest to Uu 
■pot. 
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Somewhere in the desolate and freezing wastes of the 
North Atlantic, between Iceland and the Kola Peninsula, 
a Soviet battle fleet is lurking, ready to pounce on its prey. 

As NATO Task Force Commander you must deploy your 

fleet of submarines, ships and aircraft to locate, engage 

and defeat the Kremlin's finest, 



USSR 




Produced by LARRY BOND the Naval 

Analyst, HARPOON portrays the 
superpower's final tontrontatxo:i. Now 
it's up W 



With graphics that n 

look like finger pain ; irsenalo 

weaponry that comes ujl to your 
armpits. HARPOON'S non-s'top action, 



relentless ii 

responsibility 



illing 

:aspui£L 




It's mors than a mere gamp. - it's 
current, event!! 



J0 




THE 
DNE 



V MIRHORSOKT LIMITED IRWIN HOUS 



PHONE: 01 928 1454 FAX: 01 583 3494 



JAN 
1991 




THE ONE 



JANUARY 1991 



WHAT'S 

TICKING THE 

ONE TEAM 

KATI HAMZA 
Lemmings 

GORDON 

HOUGHTON 

Lemmings 

The Secret Of 

Monkey Island 

BRIAN NESBITT 
Lemmings 

Dragon's Lair M; 
Time Warp 

GARY PENN 

Heller Shelter 

Lemmings 

Kick Off 2 
Prince Of Persia 

LAURENCE 
SCOTFORD 

Atomix 
Lemmings 

GARY WHtTTA 

Powermonger 
Prince Of Persia 

Rick Dangerous II 

DIGITAL 
PATHS 

COWING SOON 

From Digital 

Magic Software, 

creator of the 3D 

shoot 'em up 

Shockwave (see 

Work in Progress 

in Issue 24 j. is 
Paths Of The Little 

Dragon - a 
parallax-scrolling 

beat 'em up, 

POTLD is due tc 

appear on the 

Amiga in February 

at a price yet to 

be announced. 

DM5 is also 

beginning work on 

a run 'n' jump 

platform romp for 

the Amiga and 

Atari ST. 

Provisionally 

entitled Bomg, it 

involves collecting 

objects to 

progress between 

two points on 

each screen, 




FAB OUT! Era Ptiintoms. 



ECO PHANTOMS: half-raisins eclion. 



ALL COMING FROM THE 

ZOO TOMORROW 



THE GOAL-DEN SHOT 

The KickOff 2 Golden Goal Of The Month 
PRESENTED BY THE ONE AND ANCO 

A Ni-w YEAR and ptefrfy ol rmi goals tc go wtth t. As Bw Asks 

continue to flood through the gates, our panel of professionally 
trai ned Kick Off 2 players have been buried u nder a pile of lobs, 
chips, solo runs, passing plays and; tree kicks, Two hundred quid 
is a lot of moclahto give away, soonly the very best were chosen 
- and from those this incredible solo run from Steven Oakley of 
Maidstone was deemed the cream of the crop, proving that 
football isn't always a team effort, 



FOUR NEW RELEASES are due to 
appear from Electronic Zoo between 
now and March, 

First up is Eco Phantoms, a space-age -action 
adventure inspired by Victorian science fiction 
of the Jules Verne and H G Wells Ik. Vpu play a 
space traveller returning home to Earth. On 
arrival yoti find that the planet has been 
attacked by an alien race which is draining it of 
minerals. Only you can save the Earth. „ by going 
into trenches, destroying the alien lactones, 
rescuing your fellow Earthlmgs and then taking 
qn the Mottiership in space And all for £24.99 
on Amiga and Atari ST. 
To follow in February isThe Enemy Within, a 



strategy-orientated wargame set inside a 
human body. The 'body is under attack from a 
vi rus, and your job is to use antibad les and drugs 
to attach it before it gets to the brain. Bizarre! 

Next to make an appearance will be 
Tracksuit Manager II. If you enjoyed the 
original Tracksuit Manager t hen you won't be 
disappointed with the many improvements in 
this version. 

Finally, there's Son Of Zeus, an arcade 
adventure based on the legendary 12 tasks of 
He rcules Boasting impressive 3D views across 
Greece, special quests, over 50 monsters, 
atmospheric sampled sounds and Barbarian 
ll-style combat sequences, Son of Zeus strides 
out in March, 



BUDGET 
BONANZA 



CODE MASTERS has been boasting 
that it's had a very s u c ces sf u 1 1 990 a nd 
is looking to emerge from 1991 even 
rosier. 

I ts h rst offerings in the newyear will be the 1 6-bit 
versions of its Quatro compilations, each 
including four Code Masters releases 
(previously costing 

£6.99 a shot). The first two packs (retailing for a 
mere f 12.99) are Quatro Sports (which 
features BMX Simulator Italia 19&0. 
Advanced Ski Simulator and Pro Tennis 
Simulator) and Quatro Arcade [which 
features Pro Powef Boat Simulator. SAS 
Combat Simulator, Pub Trivia Simulator 
and Nitre Boost 

Fans of the cult character Dizzy can look 
forward to arcade adventuring aplenty with 
Fantasy World Dizzy. Fast Food, and Magic 
Land Dizzy. 

Not so good news for pirates is that Code 
Masters is looking into the possibility of 
cartridge-based software for the Amiga and 
Atari ST, Incidentally, Code Masters reckons 
that full price I6bit software will be hitting a 
hard time in 1991, and bears the argument out 
with the not entirety unrelated fact that the best 
selling game in W H Smiths during the past year 
was Cade Masters' Italia 'TO Wtiether or not 
software prices are about to take a permanent 
plunge only time will tell, but The One prediction 
is; it's doubtful! 



SPORT FOR ALL 



IF YOU THINK if s about time you stopped 
silting on your bum and got fit, then pe rhaps 
you should take up a sport Thanks to D&H 
Games you can now come to a less stressful 
compromise and play a sport with your 
computer providedyoulikefootfoalLOn 
offer to lazy leather kickers soon are a 
revamped Football Director II. Footfall 
Director HI, Striker Manager, and an as yel 
untitled American Football simulation, But 
wait* D&H also has plans for a Grand Prix 
simulation and a seri es of War Ga m es . How 
sporting! 

ARC ALL AT SEA 

TOP WARGAME designer and font of 
military knowledge, Peter Turcan, is 
C u rrently p utti ng the f i n is hi n g touc h es 
to his latest for Arc. 

Dreadnought has a sea-faring scenario and is 
based on the impressive ironclad warships of 
yesteryear. Amiga, Atari ST and PC versions are 
all priced at £29.99. 

A slightly diff ere nt strategy bent is apparent In 
Technopolis Written for .Arc by Maelstrom. 
Technopolis employ's the renowned develop- 
ment team's 3D system and involves building 
and maintaining cities by coordinating the 
actions of four different dronte, Pnced at £24.99 
on the Amiga and Atari ST, Technopolis should 
appear in the first Quarter of 1991. 

Bill il all this strategy is too much to hand le, 
you can atways lei rip with Blitz, a fast, 
multi-directional scrolling shoot 'em up. Blitz is 
released on the Amiga and Atari ST in the first 
quarter of 1991 , and priced at £19.99 apiece. 



AS THE OPPOSITION 
look* set t* main a 
strong ilt*cfc, 
Stave-echl takes 
•dvanliqe of a 
mcHTwntery **• tutn ta 
alert his sola run, 
£iq-rAggingi upfieid ha 
slrtiks peel Qne 
defender, turns and 
outpaces another. 
turns pgain and llnda 
himself al Ihe edge 01 
the hoi. 

HOT STOPPING lair to 
instant, Sieve 
continue* to need 
towards the CO*iW 
flag, slde-slepping vet 
another defender In 
Ibe process A* lh* 
Keeper starts lo cant* 
out there's help 
provided in the centre 
ol itie box by ■ 
teim-m»1«... 

BUT NO' IGNORING 

everyone else. Sieve 
lurns On the spot and 
sends Ihe ball flying 
towards the nel vrllh 
the n*nom nf a 
panlher. Th* 'keeper 
dives towards II but 
|U*t doean'l have Ihe 
pie* lo keep up with 
Ihe halt is II tend* 
unoolhly Into Ihe 
betfc Of the net. What 
a Her 1 



Do you have a goal that puts even that one to shame? If so, send it 
to Golden Goals, The One Magazine, Priory Court, 30-32 
Fa rnngdon Lane, London EC 1 R 3AU and who Knows - perhaps 
even you could be £200 richer. Remember,, we only want the 
best, the very best - anything less just won't do, Please note 
that if you want you r d isk relu rned you must send a su ita b le SAE, 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of Ihese regulations merits 

instant disqualification, 

1] No more than THREE (3) goals per disk, and no more 

than one disk per entrant. 

2) All goals MUST be scored by the entrant and NOT by 
the computer (even in Position play you have to be the one 
that gets it in the net) We can tell, so don't waste our 
time, 

3) The disk LABEL must contain the following information: 
the entry's format (Amiga or ST), the entrant's name, 
address and (if applicable) telephone number. A description 
of the goals would also be handy, along with what type of 
pitch they were scored on. 
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ADVANCED TACTICAL FIGHTERH 



tVANCED TACTICAL FIGHTER II 
— Strategic Frontline Action — 

ue blend of arcade action and mind-bending strateg 
'ay's technology — fly into the future with ATI 




Atari 



Amiga & all IBM formats, r.r.p £24.99 



Trad* Cictr», Watch moor Rood, C 



GUJ5 3AJ Tel: 0276684959 Fax: 027621541 
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BEAT Tien AT 
T\B{ OWN 

6J.IW... 

THIS MONTH? the 

GraftgolrJ boys and 

their tortuersions of 

Ivan Ironman' 

'iii' *,iM >, Super 

Ott-Raad ftactr Here 

are the nuursa times 

to bfial .. 

Sidewinder 

33.56 Seconds 

VfipMIlt 

51.18 Seconds 

Sin Pukes 

47.70 Seconds 

Hurricane Gulch 
5094 Seconds 

Hubvdi Grande 

bb:X) Seconds. 

Fandango 

47.70 Seconds 

Blaster 

63.78 Secmds 

C>iHhafigBr 

49.02 Seconds 
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GOOD NEWS for 

Bullfrog followers - 

Electronic Arts is to 

rtlMM i 
Powermonger data 

disk. Featuring a 

completely new 
tctnario which will 
effectively create a 

completely new 

(lame! More details. 

nc v.l month,, 

WW GIVES A 
TDSST 

ATARI GAMES (toes in 
ii«, Latest arcade 

release, Stiuuz. Believe 
rt or not, Slmw It a 
one to tour player 

FiimuldtOn of... 
horseshne IhrDwmgJ 

Thnowirig old 

hors*shoes it s stake 

in trie ground is. the 

way seme Americans 

like to spend their 

evenings, especially 

when witri i few 

Budnei^er lu *arm 
tnem up lirst. Now 

Alan Games has come 
up wiih itte e*rfect 

way to enjoy this good 
Of American pastime 
from lhe comtort ol 

your local arcade And 

one advantage a 

trackball has over a 

hcirfieshne li that you 

don't bpI ru = l slains ° n 

your hands... No doubt 

conversions will b* 

forthcoming Irom 

[to mark. 



mure NEW ATARI'S BIG CAT 

STRATEGY 



VIRGIN GAMES has announced that If* 
to publish leading developer Graft- 
golds first ever strategy venture, 
which promises to be the team's 
biggest project to date- 
Realms is the brainchild of Grattgold's big 
cheese Steve Turner, whose previews works 
include the innovative S-bil releases Avalon 
and Quazatron 

"It's something Sieve's wanted to do for a 
long time," says Gratlgold's Andrew fjraybrook, 
who has a backseat involvement with the 
project 'Steve produced a design five Dr six 
years ago. called Realms, but it was more of a 
Roman legion type thing, The poor old Spectrum 
just wasn't up to it though,' 

"We've produced a 3D 
view built from textured 

polygons. By having 

different textures it looks 

like a satellite view." 

The RAM-lat J 6-bit machines are up to it, 
although the decision to go ahead and produce 
Realms wasn't made until (our years after its 
conception. "We did a fractal demo a couple of 
years ago - it was basically a tap-down view of 
an island," Andrew explains 'What we've done is 
taken that idea and produced a 3D view built 
from lectured polygons By having different 
textures of animated sea and trees it looks mare 
like a satellite view ol the land, rather than close 

up-* 

Andrew continues: The idea is that you're an 
exiled Viking warrior, who was stuck in a boat 
and ended up on a strange land. You start with a 
lew supplies and some men and yoL have to go 
out and take over the land. Well, you play an 
empire as it were, not just one bloke 

"There are different realms, each spirt into 
cities and towns. You can deal with people or 
siege cities and so on. You have to Quickly 
establish capital as such, and get a tax flow 
system running. But ol course, there are other 
factions trying to take over the realms. 

"You build armies out of the d liferent races - 
Amazons, Elves, Dwarves - and equrp them 
with what you want, like wooden shrelds, metal 
armour, spears, arrows and so on There are 
these big screens where you fit up the warriors 
- it's a bit like dressing a doll. Problem is. when 
you take everyone out to fight, there's hardly 
anyone working in the city or whatever and 
there's obviously more of a chance of being 
sieged. It's not only fighting that diminishes the 
population — there are plagues and religious 
tactions and so on.' 

Realms" look is being put together by M ic hael 
Field (who made his debut with Paradroid Ml 
and newcomer John Lilly- The Amiga and Atari 
ST programming is being handled by Gary 
Foreman (of Ironman lame) and Gratlgold's 
resident sound man Jason Page. David 
O'Connor is working on the PC incarnations 
along with Justin Craigon, a recent addition to 
the crew. 

Realms is due to be completed in June ] 99 i 
for a possible September release. Stay tuned for 
a more detailed Work In Progress report in a 
forthcoming issue. 



ATARI UK is developingan advanced 16 bit console, 
which may well he on sale in this country before the 
end of 1991. 

With the working title of Panther, the machine- looks likely to be 
pitched as a direct contender against the Sega Mega Drive. 
Details a bout the Panther a re more than a little vague at press nt, 
although it's thought that a numberof software developers have 
been approached by Atari UK with- system specifications. 

Reputedly based around a l2Mhz 68000, the Panther video 
circuitry is believed to be similar in architecture to that of Atari's 
Lynx (Atari's likewise feline-named handheld), The Lynx is a 
sprite-based machine that can generate enormous amounts of 
sprites without the normal problems of flicker that plague 
Nintendo and Sega c onso les . The only drawback of th is design is 
the more work you ask t he pro cesso r i n questi o n to perforin , t he 
slower it gets, dropping the frame update of the program. 

As well as being able to d isplay sprites of dimensions up to the 
full area of the screen, the type of display hardware likely to be 
employed by the Panther can also smoothly scale and expand 
sprites. 

Interestingly, this slick workhorse looks likely to be supplied 
by Flair Technology, creators of .the Blitter set in the ill-fated 
Korrix console. However, when questioned about Flair's 
involvement with the Panther a spokesman said: "I'm afraid I 
can't realty comment on that." 

Atan's Alistair Boden was equally non-committal: 'That's all 
just rumour at the moment," he said. When told that we 
understood that Atari was showing hardware specifications to 
software develo pers, AJistair remained tight- lipped, saying on ly : 
That may or may not be true'. 

Make of that what you will 

THAUON'S SHARE 

THE GERMAN codemeisters at Thalion are celebrating 
their successful first yea rand the beginning of a new one 
with a compilation containing four of their best titles. 

Imaginatively called Thalion: First Year it features the beat 'em up 
Chambers Of Shaolin. the jump n run r apes ol Seven Gates Of 

Jambala. and the shoot 'em ups WARP and Leauin' Teramis The 

compilation is released in January on the Amjga,and Atari ST for £24.99 
- and that includes a Iree T-Shirt. 

Three original titles to appear Irom Thai ion in January includetwonew 
jump n' run romps, namely Enchanted Land and A Prehistoric Tale, 
an Air Traffic Control simulation called Tower FRA All releases will be 
priced at £24.99 on Amiga and Alan ST. 

Role Playing fanatics will welcome lhe news that Oragontlight II is 
currently in development, the sequel to the popular arcade adventure 
boasts more of the same, only bigger and better. Dragonflight II will be 
winging its way onto the Amiga and Atari ST during the first quarter ol 
1991, at a price yet to be announced. 

Last but not least . June or Ju ry should see the appearance ol Thai ion's 
first sports simulation, an as yet untitled Tennis game for which the 
company is hoping to acquire a characler licence. 

RIGHTS OF FANTASY 

ELECTRONIC ARTS is to release two new flight simulators, 
one from the States and one from the UK. 

Details are scant concerning the US llight simulator, but EAtells us that it 
will be creating "a new game category - a sort ol cross between a flight 
simulator and an adventure game." T he mysterious simulator will initially 
appear on the PC during the first half ol 1991. 

From the U K comes the "ultimate" flight simulator from Jez Sari and 
the team at Argonaut. This was previewed as Hawk way back in Issue 
Ten, and it had already been in progress tor a year then. Now it's hearing 
completion but will probably not be published under the original title. A 
price and release date have yet to be confirmed. 




SERGEANT 
SOFTWARE! 

HE'S LEAN, he's keen, and he's anything but 
mean. He'* Sergeant Software, most 
generous man in the universe and sworn 
def e nd er of th e pla net Lig. Now he's teamed 
up with The On e to help bn ng s oftware j oy to 
all the poor unfortunates of this world. The 
only thing bigger than Sergeant Software's 
heart is his wallet But remember - the 
Sergeant isn't he re to dish out luxuries, only 
genuine fcifts to those who are really in 
need, 

Dear Sarge 

Recently I've been going through a bad patch at 
home. My father's business went bust and my 
parents are getting divorced by the lime you 
read this. We are having to move out ol our new 
house into a council house. Being an Amiga 
freak I'd been gradually saving money to buy 
new games until this happened- Then an 
ex-friend offered me the easy way out: piracy. 
He gave me loads nt games fr ee Put I've dec ided 
the only way to fight piracy is not to accept it, 
tempting though it may be considering my 
situation. So I've sent you the pirate games and 
hope you will be able to pass them on to FAST for 
me. But I'm left with no games. So. a very 
unhappy, depressed The One reader is pleading 
for help. I think, or rather all my friends think. I 
deserve- it. 
Name And Address Supplied 

SARGE SAYS: You poor chap. Sending us all 
your pirate software must have been a very-hard 
decision to make. I think you should be 
rewarded because of your honesty, so I'm 
sending you £100 worth of software. Just 
promise me you won't ever go back to your old 
ways. 

Dear Sergeant Software 
Due to a serious accident I was left paralysed 
and have found my only pleasure in playing 
computer games. Recently I bought an Amiga 
500 after saving for over a year. As the games 
cost £25 and I'm on severe disability pension I 
can only afford a game once in a blue moon. 
Could you please help me obtain some 
software , I can't get out much so my computer is 
like my best friend. I would be very grateful if you 
could do this for me. 
David Murphy, Middlesex 

SARGE SAYS: A deserving cause if ever there 
was one. £100 of software is on its way. 

Dear Sergeant Software 
I don't get much pocket money, so lhe only 
games I can afford are budget games. Afnendof 
mine offered me some pirate software, but I 
turned it down because it goes against my 
principles. However, I've now become so 
desperate (or games that I think I may have to 
resort to piracy - unless you can help me. 
Oerek Meakin, Gloucester 

SARGE SAYSi Mmm... this sounds like a threat 
to me, so no free software tor you. Ifdoesn't hurt 
to save up a bit you know, and it will teach you 
the value of money. Now I have your name and 
address, don't let me catch you pirating 
software. 

If you thin k that you or someone you know 
deserves software help, write to Sergeant 
Software, The One, Priory Court, 30 32 
Farringdon Lane, LONDON EC1R 3AU. The 
Sarge reads everything he receives, but due 
to his workload he doesn't have time to 
enter into personal correspondence. 
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Fly to Live — Live to Fly 



a£ Sc-A They're back and mean as hell! Five years after you last rescued the Earth, the 

k battle begins again. The aliens are back to grab more humanoids and suck their brains dry. 
This time they have improved technique, experience and above all better craft, fortunately 
so do you. Hit y our fractal Smartlasers, drop your Smart Bombs.... 
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Contains 

3 Games in One: 

• DEFENDER II -Dive into 

the all -new Defender II, 



I'll U ■! ■ 1 1 1 5 -* L» M I ->-i * ' I'UllrKl 



yet to hit the ST and 
AMIGA. 

• DEFENDER -Original coin-op written 
by arcade shoot- 'em -up King, Jeff M inter. 

• STARGATE - The original cult 
coin -op. 



rtginal Rock Soundtrack 
Learning Mode, graduate 
from L-Plates on 
your craft 
i Devastating 
payability 



1 I 






REfkCH OUT FOR THE- PttVER 



illuitrKivi b* Iht qumt jjIot nml roi 
tm unwi graphics which vary 

]«rfA4H In qvaiHy en J «pp*nranci 
and ore ivbfrcl 14 ttt* <Aflipvl4rt 



EACH OUT FOR THE POWER OF ARC 
ATARI STCBM AMIGA £19.99 

ARC r P.O Box 555, Slough SL2 5BZ 
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SYSTEMATIC SOFTWARE 



Now that 
System 3 

has flown 
Activision's 
nest it has 
found room 
to stretch its 
wings and is 
displaying a 

far finer 

plumage 
than many 

old birds 
might have 

expected. 

Laurence 

Scotford 
flies out to 

Pinner to 

find out 
what's about 

to hatch. 




HE 16-6IT VERSIONS of The Last 
Ninja II are far from being System 
J 3 r s favourite oKspnng. Perhaps 
because, beyond the initial conception, the 
team at System 3 had little ta da with them (they 
were AcliYision's doing). Ninja Remix on the 
other hand, is much closer to its heart. 

The lads at Pinner 
evidently felt that ST, 
PC and Amiga owners 
hadn't been properly 
introduced to System 
3's most famous 
character. So what 
better way to redress 
the balance than al- 
tering them the 
chance toexperience 
The Last Ninja in a 
new and improved 
form that really does 
wash whiter (and play 
better), and has lots of 
little extras that the 
original doesn't. 

Set on the beautiful 
island of Lin Fen, 
which you are aiming 
to free from the evil 
clutches of a horde of 
mcious villains, Ninja 
Remix contains no 
less than live levels ol 
lighting, lump-in, and 
figunn' out problems. 
For those poor souls 
who have trouble with 
all three of those 
there's a very handy 
SAVE option too. It's 
out now for shurikefi- 
wielding ST and Ami- 
ga owners at £24.99- 

PC owning Ninjas 

have to sit tight for a 

little longer. Ninja 

tans should also look 

out for The Last 

Ninja III which is due 

in March 1991 -look 

out for our detailed 

Work In Progress In 

The nexi issue. But the 

martial arts mayhem 

doesn't end there... 

international Kar 

ate Deluxe should be 

arriving on 16-brt ma- 
chines some time in 

the new year. 
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LWFOTYT 
DRIVING 

"A drrvinggame with a -differ ence" is how System 
3 describes Turbo Charged, its third original 
game for the new year. It features ace driver and 
all-round good guy Justin Thyme. Justm is in 
charge of a network of Customs Officers out to 
bag a gang of international gun runners. The 
chase begins in a friendly country, but there's 
often the need to buzz through a border post 
into unfriendly territory to complete your 
mission. 

All this and more.., System 3 rounds oft its 
new year releases wrfli the 1 6-bit versions of the 
S-bd arcade adventure Myth. With this line-up it. 
certainly looks like this bird is already frying 
high- 



CONSTRUCTOR: Bull! lo la*f? 

UNDBl CONSTRUCTION 

Another Philip Thornton design in progress at 
System 3 is Constructor (and that's another 
working title) - and it's just as original as Pulty. 
You play an architect on apianetsubjeetlofreak 
weather conditions. Like Jupiter it has a huge 
red spot which revolves every hundred years 
flattening everything in its path. While not being 
good news for mast of the inhabitants of the 
planet it is very good news to* you and your 
fellow architects - there's always plenty of 
work to be had! 

From your sophisticated office console you 
control the planning and ouilding of new 
properties and then attract the right sort of 
tenants to them. But all is not roses and cash 
(low Your uns- 
crupulous fellow 
architects are out to 
put an end to your 
grand building plans, 
and if they don't 
succeed the weather 
will. 

Constructor looks 
set to offer a highly 
entertaining level ot 
strategy Look out for 
it during the first 
quarter of next year, jukihtbctual •"«" abound In Construed* 



lets puttyi 

If we said that the hero ol System 3's first new 
year release was a flexible friend you might wel I 
be lorgiven for thinking that the company was 
producing a simulation about balancing your 
Ace ess bi lis. You'd he wrong. Our hero is actually 
a piece of putty. One of the most original designs 
seen in some time has been inspired by Silly 
Putty, the stretchy, bouncy goo from the US that 
was quite popular until some silly people 
decided to eat it and discovered that it's as 
inedible as it is pliable. 

Putty, which has yet to be given a full title, is 
the creation of ex-Palace man Philip Thornton, 
who came up with the gameplay specification 
and graphics. Putty's being animated by Jo 
Walker (Barbarian, he deigned one. rather than 
being one), whi le programming is in the very sale 
hands ot Cyoerdyne, the men responsible lor 
Armalyte on the Commodore 64. 

Putty is set on the planet Constnjcto, a planet 
populated only by Robots. Being very stupid 
they have not yet discovered Jet Propulsion sc- 
they are trying to build a tower to the moon 
instead. 

Meanwhile, up on 
the moon, the evil 
wizard Dazzledaze 
has taken aver and 
exported all the putty 
creatures to Earth to 
be sold as bubble 
gum (yukl). All, that is, 
except one - the 
silliest putty creature 
ever. He manages to 
escape from the 
moon (Part One) and 
fall to the planet 
where he helps the 
robots to complete 
their tower and 
defeat the evil Dazz- 
ledaze. He does this 
by using his special 
abilities; stretching, 
bouncing, inflating, 
and metamorphos- 
ing. 
More news soon , , . 



lb POON STREET 




SILLY PUTTY: Qaiirtu plyabiliiy. 



FOR GOLD 



BIG BUCKS! 



EXCITEMENT! 



Jj 



DANGER! 



ADVENTURE! 



he ultimate challenge 
has been issued... now, 
you must race across 
the globe In search of 
fortune and glory to 
become the richest 
duck in the world!! The 
adventure will req uire all 
your skills and courage 

ARE YOU DUCK 
ENOUGH? 



r. 



•r^ 




Ackpttd by: 

T HE SEST VIDEO GAMES 



h. 



f 



^K 



Available for Amiga* - PC / PS - Atari' ST - Commodore 64 - 

Amiga, CommcHiofft 

arc fccisiercJ trademarks. 

For more motion ptou cdl 0268 54V 212 © The Walt Disney Company 
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A year ago, Hard Drivin 'shook the world. Now buckle up 
and step on the gas as Hard Drivm'tl, the sequel, streaks onto 
your screen. 

Hold on tight as you roar round four thrilling new circuits, or build 
your own using the unique Track Editor. Once designed, a computer 
generated view of the new circuit will appear so that you can 
memorise your route and its hazards. Now you can test your skills 
on a really mind-blowing stunt track! 

And there's more! Link your computer to a friend's Amiga, Atari ST or 
I BM PC for a head to head race to the finish. If you're lagging behind, 
go for gold and boost your speed with Nitro Injection - guaranteed to 
leave the opposition standing. 

Hard Drivin' II is faster, meaner and even better looking than the 
award winning original. 
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"IT'LL MAKE 
YOUR HEAD SPIN" 

Spindlzzy is back! Hanging in space is a 
cluster of worlds and for each world a 
different quest awaits. GERALD (a 
Geographical Environment Reconnaissance 
and Land-Mapping Device) is all set to 
explore the solar system, collecting energy 
crystals scattered around the scrolling 3D 
environment. You'd better have your Spindlzzy 
skills honed to perfection to escape before the 
crushing time-limit spells an end to your game- 
conquering aspirations! 



i. i ■.,u:m,iiIi y Publetiall . I i 

Manuta turi I inttwU t l.il.n.|i 



"Will provide you with hours 
of absorbing entertainment" ST Format 

"It's great. You'd be more than 
a bit diz/.y to miss it!" The One 




| In .jrir '.wllVVJH' I id 

nGrandcBn 
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ELPHINE SOFTWARE first came 
to the puWic's attention at ttie end 
I of 1989. The reason for this was 
Future Wars, the company's first release 10 
feature the Qnematique system. 

Delphine Software has in fact been in 
existence for two years. Company Manager 
Michael Sportauch had been responsible for 
same conversion work in his time, notably the ST 
version of Space Harrier, and the team also 
dished; up some arcade action, namely Bio 
Challenge and Castle Warrior, neither of 
which demonstrated the company's real 
potential. 

The unique Cinematique adventure system, 
which is completely mouse and menu driven, 
made people srt up and take notice , The lack of 
test input and the inclusion otsupehor animated 
visuals and toetappingly good soundtracks 
make this adventure system accessible to all 
sorts of players, not only hardened adventure 
addicts, 

Future Wars has been a major hit and is still 
selling ta new computer owners, many of wtiam 
buy it as their first adventure. To dale Future 
Wars has sold nearly 50,000 units throughout 
Europe. 

Before the second Cinematique adventure 
was released Delphi ne left its previous UK 
distributor, Palace Software, to begin a new 
relationship with JS 
Gold. "We have good 
products,* says 
Delphine's Michael 
Sportouch, *so we 
had to find a good 
partner to market 
those products in_ 
Europe." 

The second adven- 
ture to use the 
Cinematique system 
was Operation 
Stealth. This con- 
tained many imp- 
rovements to the 
system based on sug- 
gestions made by 
players and reviewers 
of Future Wars. Since 

its release earlier this year Operation Stealth 
has already sold between 13,000 and 20,000 
units in France alone 

Meanwhde, previous US publisher Interp- 
lay has bought the licence to market both Future 
Wars, and Operation Steaith lo American 
consumers. As an added bonus Interplay has 
also acqurred a licence to use the James Band 
character tor the Operation Stealth. The 
American version of Operation Steailh will now 
be called Jame* Bond: The Stealth Affair 

Delphine is currently working on the third 
Cwematioue venture Cruise For A Corpse 
This is launched (pardon the pun| in Europe 
around March 1991, and it promises to be the 
most exerting Delphine work to date. 

Originally the Cinematique system had been 
programmed on the ST r but code wizards Paul 
Cuisset and Philippe Chastel are completely 
reprogramming the system on the Amiga. The 
Amiga version now uses 32-colour visuals as 
opposed to the 16-colour seen irv the two 
previous adventures. Cruise For A Corpse is not 
only going to be mare colourful than its 
predecessors but in addition boasts bigger and 
smoother animations. 



REALISATION [TART 




GRAPH IC GENIUS Denis M ercier c reated alf of the scenes in Cruise For A 
Corpse on paper before digitisingthem and reworkingthem in DPaint I If 

Here we see how three of his creations took shape... 




FEATURES 



"We must continually improve the system 
and the general quality of the product if we are to 
stay ahead ol the competition,' comments 
Michael Sportouth. For that reason Delphine 
has not been satisfied with improvements to the 
graphics alone - it also taken pains to update 
the user interface. 

In the first two adventurer cJJcHrq o> 
neht-hand mouse button revealed a limited list 
of verbs. Clicking on an object then appli ed the 
action to it. For example, to ligfit with a guard in 
Operation Stealth it was necessary to click on 
ACTION and then on the man. 

With the new system the player first clicks on 
the obiect of interest to tall up a list of verbs 
relevant to that object. This makes the system a 
lot more flexible in terms of what the player can 
and can't do 

The SPEECH option has also been hsu led up 
for improvement. Now, by clicking on individual 
words in the dialogue window you can get other 
characters to reveai further details. 



THE CHANCE of a lllallflM - a eruiie aboard a 

luxury *ern»n#t. Finally yeu "*** *r> opportunHy 
Id forg«4 about invajstlgalinf artd r«|«i. 





Cruise For A Corpse's look has been created 

by artist Denis Mercier. He designed all of the 

locations on paper first and then digitised these 

as monochrome images before retouching 

them and adding colour on the Amiga, Because 

the locations are quite small 1 Denis has been 

aWe to create larger 

characters with a 

stronger identity. 

Delphine's aim is to 
give each Cinemati- 
que release a distinc- 
tive graphic style and 
atmosphere, The 
team is also commit- 
ted to continually 
improving its adven- 
ture system. 

During the coming 
year Delphine will be 
developing the 
Cinematique system 
for consoles, inc- 
luding Nintendo's 
impressive Super 
FamiCom. According 
to Michael 

Sportouch, "It is 
difficult to decide 
which new machines 
to develop for. We will 
generally be concent- 
rating on developing 
for existing systems." 
Future Wats is to 
appear on the fCS^ 



Delphine 
Records not 
only plays 
home to 
pianist 
extra- 
ordinaire 
Richard 
Clayderman. 
it's also the 
base for 
software 
developer 
and 

publisher 
Delphine 
Software. 
Laurence 
Scotford 
paid a visit 
to France to 
take a look 
at the future 
of Inter- 
active 
Adventures. 



THE ONE 



IT'S TIME 10 alart your 
Imraallgalion WHO 

would *anl Id kill your 
nosl and why? What 

was their plan in 
leaving you alive and 
Ire* to InvnMgttta? 
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►* 3rd CD ROM but Delphme isn't developing 
these versions. Interplay will be handling the 
COTV conversion which win probably be released 
as a double pack with Operation Stealth. 

Oelphin* has some exciting projects lined up 
for the future. The superlative ?56 colour VGA 
PC version of Operation Stealth programmed by 
PC supremo Daniel Morais has just been 
released , and is certain ly worth a look ityou have 
the necessary hardware. Next year the 
company begins work on a project with Prince 
Of Persia-style animation using polygons with 
sprite-based backgrounds. Plus, there's a 
adventure based on Tolkien's The Lord Of The 

Rfnp. 

Delphine'5 work tor the Super FatmiCom 
should start Irom February 1991, with the first 
product to be available at the end of the year or 
the beginning ol 1992. Other machines the 
company is hopifie to work with are Atari's new 
Panther console [see News(, and the new IBM 
PC-Sega MegaDrive. 

Delphme- already has a very good reputation 
in France. Its aim is to extend that reputation to 
the whole o« Eu rope. With the current quality of 
their product and with US Gold's resources at 
their disposal, there's no reason why that 
shouldn't happen. ■ 
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SOME PARTS OF THE SHIP *r* nol readily accessible, which means 
finding a padkulir object oelor* you cm flavor* limn. In (hi* ta*e you 
have managed Id a*in entry lo pari ol |ht angina 'oom bu1 are unaware 
thai you «r* not alone. 

ONE OF THE 
IMPflOYEMEHIS in 
In* Cln*mallquB 

System ■* used in 
Cruise For A Corps* hi 
tint animation. A* wall 
as lu*lng larger, mot* 
amoothFy-anHnaled 
figures, Hurt's plenty 

inure bacHqriiuiiU 

animahon and 
ammafed scenes 
inserted into tti* main 
action 
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CRUISE FOR A CORPSE 




THE CIHeUATKlUE *y*t»m ha* bwerl adapted quilt considerably lor 
Cruise. At you can mi. clicking on lh* Soar hare call* up a menu of 
verba, relevant to the door. 



CRUISE FOR A CORPSE is an Agatha Christie style whodunnit set in 
1927 You play the part of the investigating detective. An impr* 
■ntroductory sequent • " '■- where you fm 

hows you recewv ;h man who you don't 

l | ■ j urn 

schooner You are my* "hy you ha 

you nave nothtmr 'Jo you de-. :- 

Soon after yci 
cabin looking panicked and asks vol 
another cabm where, to your horror, you discover the body 
who invite 
on the back of the head a to uncons. 

y c 'nelatennyoiwcabin.Onre' 

ol the corpse you find it has gone Can you sc . 

Unlike the previous two adver can 

wander where you wish and spe - ri 'he 

can be taken and manipulated Indeed, you need some of them 
cess lop noat. 

Wtiileyouaremvestieahr 1 !: ingon around* 

itcw Oncepeoi 

had a chance to confer with one another Hi 

' jjfi 

I -laugh there is no time limit imposed, the lor 
investigation the '"es to solve the rr • 





HI 
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A CONFRONTATION wllh the man who lad you to 
i h« body. Ho ha-s evidently calmed down *neugh 
lo continue, building his own. 




AS YOU CONTINUE your imraatlgalion lil* 90*3 
on. You tan question anyone on the boat Iron 
ttbta maids 10 MM passengers, but if* owt lo 
do 10 quickly belorn Ihay have Ion much lime to 

confar. 
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Brilliant control, the air of excitement and 
fantastic payability transport you into the 
atmosphere of 1" "" ' 
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urirvg the 

40 lop Teams in Europe! 
• Play Sunday League up to 
International! 

• Pick your Team from the squad! 
_| Decide your Formation! 

Each Playei with unique 
Characteristics! 

• Man to Man marking! 

• Comers, Free-Kicks, Tackling, 
Penalties, Throw-ms & Goal Kicks! 

Swerve, Chip, toe & Cross! 
Multi-directional scrolling! 
Injuries and Bookings! 
Variable Pitch Surfaces! 
■Variable Wind Speeds! 

• Full management section for up 
to 16 players! 

• Versatile tactics editor adds a 
whole new dimension: be toe 

player, manager and coach! 
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Amiga screen shots shown 

"turps taken from Atari IT 

modwe Amiga versions 

Features may vary 

da pending on formal. 
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WILL B£ PLAYED THIS WHY ' 



Vm two years since the 



last be" was thrown on a 



SpeedbaH pitch. There are 
new teams, new stadia and 



new rules- The arena is 



bigger, the players arc 
tougher and the action Is 



than ever bef ore- 



he challenge Is this. 



control of Brutal 



ice, the worst team in 
Jbali history, and turn 



into champions. 
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WORK IN 



Sensible Software's first foray into the strategy world looks a little bit like Populous... but 
promises a whole lot more. Can the boys back up their claims? Or is it just another shaggy 
programmer story? Gary Whitta found out... 



fTT] ITHOUT A DOUBT the Sensible 
■ j k J m Software boys, have the longest 
^L^LI^fl hair in the business. The flowing 
auburn curls ofJonothan 'Jovial Jops' Hare 
and the stroighlor, blonder locks of 
co-four der Christopher 'Cuddly Cnx' Y^tes 
have become legend in the programming 
community. And quite rightly so. 

Perhaps the boys behind such 0-bit 
daisies as Parallax, Wizball. MicroProse 
Soccer and The Shoot 'Em Up Construc- 
tion Kit a re o bit like Samson - cut awqy the 
hair and their programming lalent 
diminishes. And 



then again, per- 
haps not. 

Mega lo Mania, 
which began life 
under ihe name of 
Alien Empire and 
later became My 
LitHe Warhead, is 
o bit of o -sword with 
two cutting edges 
for Jon and Chris, 
Not oflly Is in the 
boys' first foray into 
the worid of strategy gaming, it's also their 
first real 1 6-bit only project too. 

"You've got this planet, fight, with all 
these islands an it," explains Jon, "and mey 
al I sto rl off g rey, which means neutral. There- 
are four teams - three computer 
opponents and yOu - and the object is 
basically to take over islands. There are 27 
of them, an d when you win one you go onto 
the next. When you conquer the whole 
planet, you win," 

Seems simple enough. "Ah! But!'' soys 
Jon, "The islands are oil different sizes, and 
they all have different populations Each of 
the islands is built up of o number of 
independent square sectors, up to o 
ma xtmum of 1 6, a nd you win the island by 
taking overall the sectors. You start with a 
certain number of men, which you can put 
into on army, and you send the army out la 
fight and win sectors, Each sector has o 
bose, like a castle, and to win the sector you 
have lo occupy that castle." 

As J on is qu ick to point out, this is where it 
all starts getting clever. You don't have to 
send all your men out on a warmongering 
mission of destruction - they con perform 
different tasks. You can allocate any 
number of men to any nu mber of tasks, and 
thus have several irons in the fire at ante. 
This is where the constant balancing act that 
forms a large pa ri of the strategy comes i nto 
play. While fools may send out their whole 
force as an ormy to win other sectors, wise 
players leave some behind to guard their 
home castle - lose control of all your 
sectors, and you are OUT, 

And of course since the other teams will 
be doing the same thing, winning sectors 
isn't easy. Neutral (grey) squares are easy, 
because there's no-one in them - you just 
walk right in. However, they don't last for 
long and pretty soon every sectorhas been 
cla imed , Then the only way lo win a sector is 
to seize it from the player who already owns 
it by sieging the costle there. Whatheror not 
you are successful depends on the size of 
your attacking force, and Ihe size of the 
force defending the castle. 



THE PLANET SCREEN appears before play 

begins snd whenever you need to select ■ new 

island Id conquer The screen shown hare is 

Iram a pretty advanced game, as many ot Ihe 

rslaiitth. hjv* nl-i-udy been conquered and 

coloured in, "There's several Ideas sboul Ihe 

story beh'lrtd Ihe game. My* Jon. "The origin*! 

story was rhiil there wem lour people, who were 

ih« lour leaders, living on the moona around Ihe 

nlane! Then one day they each decided Ihey 

wanled to conquer the planet. Hjrrorsotl's Idea is 

thai Ihgre xhQulrj be lour people in spaceships. 

who corns along instead i don t know which Idea 

I Ilk* 
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AH, THE GREEN, green grass of home. As In 
Populous (here are 1ws scales ol view. A map in 
the lap-Ian hand tomac show* in full lh* island 
you are battling for (split Inlet the respective 
square sectors), while the main display shows 
the sector currently being worked en. Ah 
decisions are mad* through In* loon penel to the 
Ml 

"Cmere, there's more," soys Jon. "You 
Can invent things as well, At the start of the 
game /our men are cavemen, and are 
armed with a Tech Level One weapon — 
which is a rock. But by devoting some of 
your followers to inventing new things, you 
can produce more advanced weapons not 

only for ottnc king cables, byl for defend inn 

your own as well You can also invent 

shields to protect your castles." 

The higher a weapon's Tech Level, the 
more efficient it is and the longer it takes 
to build, "&yl by devoting more men lo a 
weapon's development, you can get it built 
faster," Jon explains further. ► 

ISLANDS in Mega to Mania are made of grass, 
roth. Ice or Desert. In Ihls snowy scene one team 
is progressing rather nicely, They have become 
Romans (lh« *!yn of the buildings change loo). 
and Ihey have a mine and a laelory en the go. 
"What the poor sods don't know ii (hat they're 
about to gel wiped out by a nuclear missile." 
says Jon. This screen also demonstrates Ihe 
need lor planes and missiles on tome revere 
loo* lo Ihe lop len and you will see that one 
sector is on Its own. surrounded by water. Vpur 
army cant reach i(. and ao the only way to gel lo 
il be with m high-level (tying weapon. 
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Mega lo Mania 



►■ And OS your men 
build more elaborate 
devices they accumulate Design Points 
wh ich pi low THEM to prog ress and become 
more formidable opponents. Humble 
cavemen romp through history, becoming 
along ihe woy Romans, Normans, 
El izabetha ni, Victorians, WWI soldie rs, a nd 
finally men of ihe future, who one so hard 
that h\ey ore invincible and effectively out 
of it all. As your people progress, their 
scientific knowledge grows and they are 
able to design even more advanced 
weapons, ll's constantly revolving cycle, 
"The ming is, you can't jlk! build any 
weapon ot any time. You need (he raw 
materials, and each sector is different in 
terms of the materials it provides," says Jon. 
"You start off with just wood, which you can 
make stuff like catapults with, but as your 
peoples' Tech Level increases, they can 
build mines and pits that allow them to 
extract more sophisticated minerals from 
under the surface that enable them to build 
more advanced weapons. Also, as the 
inventions become more advanced, you 
need to put up factories and laboratories to 
design and build Ihem in, which are also 





ON THIS T-SHAPEG ISLAND Ihe red army » 

laying iM^e to s castle, which happens to be 
vary wall delended. A high shield level and a 
targe defending army maaro there's little chance 
or taking over Ihls pt»M Ma%i I the going MM* 
gal* i*ft rough you can fern an alliance wilh 
another learn and |oin up to lorm one very 
formidable fore*. Van can even have * three-way 
alliance where everyone gangs up onto (ha 
urtlorlunate player who* b**ft left out! 



no! no! srv it ujith feeiihe.. 

ONE OF MEGA 10 MANIA'S more innovative (and bizarre) 
elements is a constant bonaae of informative sampled speech 
lo keep you up to date with events. Sound supremo Richard 
Joseph hired radio actors to come into his studio and read the 
phrases from o script wntten by the Sensible boys, using different 
accents for Ihe characters who talk to you during play. 

In oil, there are over 50 sampled phrases used (they come on a 
separate disk which you slot in and leave there once the main 
program has locoed}, and about 10 to 12 characters An 
easily-excited Captain keeps you up to date with events in the tiel d 
by maniacally screaming "We are under heavy attach" ond "It's 
oil over!" whenever the going gets a btt rough, while ihe factory is 
overseen by Ihe cockney sporrow Pauline: The production ivn's 
completed, luv/ or "We ain't got enuff minerals!" she soys, Listen 
oul 100 for the Birmingham miner, and the Patrick Moore 
character who designs weapons for you. 

It's even possible to lolkto your opponents. The four leaders m 
Mega b Mania each Have their own voice one's a woman, 
one'san American who sounds like John Wayne, one's an alien, 
and: Ihe last is... well, of dubious sexual orientation. It's interesting 
lo note thai the alien vake came about by Richard asking the 
actor in question to do an Italian accent, and then ran the result 
through his computer lo produce the desired effect! 

At the moment Ihe sou nd so mples get in the way a bit, as ptay is 
frozen every time a sample loads in (which is quite often) 
However, programmer Chris Chapman is currently beavenng 
away on ihot, so thai in the final product the loading of samples 
won't affect play. 



ALL LANDSCAPES START Owl like Wi». E«ti 
sartor I* jual a basic slab. and (he relevant 
section* 01 eoastlin* are stuck #rOund it 
depending cm where II if en trie ialtrtd. -Alien w* 
Ural did the gam* «t was a n*l *ct Ban, and rt was 
all ovarial'd with thai* battling panels, b>ul (hat 
was a bit N*l, *« we |hr**-d«*d th* H*hs to 
nwke It look batter," inn rtw+als. 

vulnerable to attack;." 

The range of weapons available is truly 
formidable. As the Tech Level increases, 
roclcs, catapults and spears are replaced by 
longbows, crossbows,, muskets, rifles, can- 
non s and, for Ihe rea lly ad vanced. biplanes, 
spitfires and an awesome nuclear missile 
that lays waste to any sector on Ihe island, 
rendering it uninhabitable for the duration 
of play, Mash/. On Ihe defensive side, you 
ion adorn your castle ramparts with 
machine-guns, bazookas, boiling oil, anti- 
missile missiles and even an SDt loser! 

The real trick is getting the bolance of 
your men righl - allocating the rig hi 
amount to the right tasks at the right time. 
You can't just have all your men defending, 
or attack! ng, or mining mi nerol s, orworki ng 
in the factory, or designing weapons. You 
have lo prioritise and decide what's mast 
important," Jon explains. 

But for boys who made their name with 
straightforward arcade aclion games like 
Wiiball, Parallax and, more recently, 
International 3D 
Tennis, all this 
strategy malaHtey 
seems a bit heavy - 
doesn't it? 

"The idea for this 
game started about 
IS months ago," 
Jon reveal 5- "The 
idea originally was 
Ihol there was an 
island with 1 6 sec- 
tors, with loads of 
robots in each sec- 
tor, and you had a 
spaceship. You 
could fly between 
the sectors, which 
were fully scrolling, 
and be involved in 
the combo I 

yourself, rather 
Than just being a 
manager as you 
are now. If your 
spaceship got shot 
dawn, you died as 
well. You had 
mothership 
weapons, buildings 
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THIS SPRITE SCREEN shows a large selection Qf 
botn primary and secondary graptire*. At Ihe top 
art all the different Tech Levtha ol men. and 
further down a compile list of 1h* minerals vO" 
can use to build weapona. They all have rather 
bizarre namai. Including Planetarium (the planet). 
Solarium (sunt, Bethlehem (s1*r). Axaldite (.glue 
tubal). HerbtawrluM {irwrt and lie}, Urcdium 
(spaceship). Parasite (in****}. Aquarium (flail). 
Palladium IThaatra), and Hermits iguessl All the 
weapon* are hare to*, from nock* *nd Sones to 
the nuclear weapons and SDI laseri. 







QME OF JON'S sprite scre+ns shows frome 
of the 1 sprllaa He's already designed, Al Ihe 

lop #re a few of Ilia lower Tech Levat 
bullding*- 

you could bomb and so on. The idea was 
always to try and combine strategy with 
arcade, because you hod to make all the 
important decisions and fly the spaceihi p at 
the same fine." 

ll's changed a fair bit si nee then, hasn't it? 
"Yeah, well we took it to show to a couple of 
companies about six months ago and 
people were weren't keen because ildidn't 
slot into any particular category," ton 
enplams. "People were interested in the 
game, but there was no real commitment 
tram anyone. So we decided that the best 
thing we could do was think about changin g 
the actual image of the game, People said 
ihot to do that we had to either drop Ihe 
scrolling or drop ihe strategy. Well I'd 
worked so hard on the strategy i n fact if s 
remained almost intact throughout the 
•nitre game - that we dropped the 
scrolling." 




HAVING PROGRESSED a tPUple at Tech Lenela 
your people #r*. nam whet Jon describes »» 
"Biblical Guys" Thanks to (heir increased 
sclenhfle taMmrledo*, lhav have bwKi atie to 
buHd Ihi* pil mine. 



Mega lo Mania's close range birds-eye 

view of the action may lead to campa ri sons 
wilh Bullfrog's classic Populous, but J on isn't 
sweating. " I don't th ink it plays like Populous 
at all - it jusl looks a little bitiike it. &ee, once 
we dropped ihe idea of the robots, we 
pla yed a rou nd with the idea of havi ng little 
animals and make it a bitfantosy-y, bulwe 
decided that that was a bit stupid and th en 
we thought, why don't we evolve human 
beings? Thai wasn't Populous' idea - ihe 
earth thouahl of it first, It's like Populous 
because ifs an icon-Conlrolled strategy 
game, but I don't think it plays anything like 
Populous al all. In Mega lo Mania, where 
you've got all these incoming messages, 
ond animated battles with different 
weapons being used, it'll have a lot more 
action." 

Mega loMgnio is now complete so for as 
ihe gamepla/s concerned - ifs now Jon's 
job to design oil the animation for the 
characters and battles so they can be 
implemented, At the moment Ihere are no 
characters on screen, and bottles are won 
and lost on a series of logic tables thai 
appear above the background. 

Image Works is hoping far a Spring 
release, which gi'es the team about three 
more months to do thai and clean 
everything else up. Afterthatifsall hands on 
deck to fin ish Ocean's With id, the seguel to 
Wizball. 

"Wizkid'sa split pea witfiafoddler'slhree 
year-old body," reveals Jon. "The game's 
more of a platform-based thing, but the 
atmosphere will be pretty much Ihe same as 
the original. A bit wei rder i n fact. We've gof 
Ihese dogs silting on the toilet reading Ihe 
newspaper." 

Time to stop. ■ 
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This town 
ain't big enough 
the both of us. 
e only solution 
lo j^iiin tutal control 
l^weeoming mayor. 
iys crime 
not pay? 
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Load v<nir 4? mitt mud if 
t[ a n d g 1 1 rt'ud y f 1 1 r a clion 
packed scenes hrinj;in^ 
you la ft to face with 
' punks und assassins 
from the opposing dan. 
Mut waldi out fur the 



je til^s k'atk'rs-tlu^m^liJtnlH'iy ami enrrupliiiii! 

KjuJ^u^s\s^l(hity^pii>1ik' ctiKiinunls and nuilu-r 

"•sensitive information IViiiii over 2011 venues.... 

J'heonl> law which sm is „ 

u 
you is "'I he end justifies ' 

the means" 
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Running The Gauntlet 



u 



I WE WERE 
with the 
Go Lm tie I 

Broadfiurst, ''but 



ASKED to come up 

specification for 

HI," exploit Dovid 

we were looking for 



something different So we tfiought: lef sdo 
something original, something new. We'd 
never seen onybody do a raoJI^ good 3D 
scrolling gome wilh masking before - most 
of ihem are just static screens., generated 
one offer the other - so we decided to do 
one which scrolls ground like one big map." 

And lhafs how Gauntfet III, originally 
intended to be a humble 2D maze game, 
was flipped on its side and got on extra 
dimension. 

3D or noi it's still got oil the bare 
necessities. "Gauntlet was a very simple 
game," claims Software Creations' MD, 
Ri c hard ICay. "There was nolfi i ng to it really. 
Just pick up the joystick, fire, collect treasure 
and work your way round a mate- We're 
trying to keep il as simple as (hot. All we've 
done is changed the perspective.'' 

The four original heroes of Atari Games' 
arcade classic ond US Gold's two computer 
incarnations (three if you count ihe 8-bit 
Gauntl-et: The Deeper Dungeons) are still 
olive ond well. Bui this time the faithful 
foursome has company. Warrior, Elf, 
Wizard and Valkyrie ore joined by 
Rockman, Lizandman, Iceman and a Lord 
Of The Sea, though memory limitations 
dictate that only two can take port ot any 
one time, 

As in ihe original, eoch of the eight has a 
personal weapon (bow, club r axe, fireball 
a nd so on) and is disling uished by ind ividual 
■character attributes. The elf is still nimble of 
foot, and the old wiz, despite beirtg bit 
slow in the leas deportment, is a dab hand 
with his wond- 

Eoch of the eight levels plays out in one of 
the heroes' home environments (Forest, 
Mountain, Swamp, Volcano, ke World, 
Lost Kingdom, Magic Kingdom and 
Undersea World) and has a few smaller 
mini-mops, in the form of buildings or 
tunnels, slotted into it. 

Only a few monsters have been lifted 
from Hie original. "Ghosts were pretty much 
characteristic of the baddies in Gauntlet so 
those were Ihe ones that we had to keep in, 



THE CAST... Sfl l*r lr*r* a** *Q dlflararit 
ctiaractar*, a few based on fluid Found in tha 
original game, most of than nam One of Paul's 
major alms was to gal away from Gauntlet i 
colour*. 1 warned to Heap meal el In* baddla* 
grown, I'd a*an han* prararrad tha warrior to ba ■ 
zulii |ual Id get away from the whiteness erf 
evarylhing bul in ttia end I was vetoed on mar.." 



Software Creations threw down the Gauntlet, Kati Hamza went into 
another dimension to pick it up. 




LEVEL ONE, THE 

FOREST, msy loo* a 

peaceful pattofal 

scans but In reality it'* 

a dangerous place 

Msn-ealing IrlHirJs lurk 

•round hc*r» and trie 

magic mushroom* 

■tun. So iar this la the 

only world Ihal'i 

anwwhar* naar 

complete but once 

it'a finished, much of 

lit* spade wot win be 

over and the dinars 

should follow pretty 
quickly. 



The resl one pretty much new." The original, Gauntlet III is a new gome, 

revamped menagerie features such blood- something thai you wouldn't immediately 

curdling creations as sharks, jufu men, mini- associate with the name Software Crea- 

sorcerors, Iriffids and little green bulbous- hons. In the four years since Richard Hay 

nosed things which haven't goto nome OS chucked In his job at Ocean and set up on his 

yet. own, the company has become best known 

Despite its links with the coin-operated for its quality conversions: LED Storm, 
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Bionic Commandos, Bubble Bobble, and 
Ghouls n r Ghosts among them, 

II wasn't planned, if just happened that 
way. "Once you've got a reputation for 
doing something well you tend to be asked 
to do il ogoin," Dave philosophises. Thafs 
not to say though that ih e Mancunian ba sed 
development team is a stranger to original 
games. Black Lamp, Denarius and War 
Cars are all on the company CV. Software 
Creations' ROM Developrfientcirm, called, 
'enigmoticolly, Software Creations' Ltd, 
concentrates on 9-bit Nintendo develop- 
ment. The team's 3D adventure Solstice 
should be available here in Ihe new year, 

Solstice is flick-screen isometric 3D, 
Gounrlefs 3D scrolls ond thol, as ST 
impresario Bill Borna explains, is his 
Number One Problem. Though 16-bit ►■ 






THE EIGHT MAIN apntaa' action* (walking, firing, turning on Ilia tool and |n Ihl* cat*, blowing out 
nrefcalli) add up to 72 animation Iramaa each. That may sound Nfc* * lei but «** animation'* *(lll quit* 
back, B**r In ffllfld that b*e*Uaa lhara are eight directions every action only haa four phases. That 
arid, Paul does use a commgn cartoonist'* irlck to roth* Il look more complicated: "because ware 
limited to mammy, hawing to accommodate 72 apntaa par cliarscttr and •* many beddiat a* wa can 
fit hi. II'* ***>*f to uaa ana drawing twice." Instead of almply using lr*m*t on* to lour (on*acu1iy»ly, 
«w sequence rvni 1-2-3-9-4-4, hi affitct you h*va tli-phaae animation with Jual lour drawinga. 



THE INSPIRATION FOP, Paula animation lram#« 
comes from simple observation; "I know paopls 
don't really walk Mae thai, bul if they had Id walk 
In lour pftaaaa they probably would." Even so If a 
quit* dlHlourt lo create alght diHarant characters 
all Ihe same sin, alt In Ih* asm* phew* of 
animalion and from lha aame viewpoint. This 
eute little bear la one ot lha attempts thai 
avantuall* got th* bflOl He w»* Ml too out* to 
alay in. 
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p» development 
., began on the ST, 



PROJECT 

Gaunt l et III _ 

the Amiga port-over has already overtaken 
it because it has the benefit of a hardware 
scroll. "Most people tend to expect a lot 
more from the ST but really it's M* o 
vamped-up Spectrum, in the end it's 
compromise between how much memory 
you use and how fast things can move. 
Either you make do wilh simple graphics 
vAich take up a lot of memory or you hove 
complicated graphic* which still -us* up 
memory but you manage to take care of it. 
We've used complicated graphics but 
me/Ye being moved all over the place all 
the time to conserve as much memory as 
possible." ^^^^^^^^^^^^ 

One of the main 
irritations has been 
the sprite masking. 
"Every time c sprite 
moves behind on 
object it halves the 
speed of the sprite 
routine and slows 
the gome down by 
a factor of two." 
Poul himself de- 
vised the masking 
algorithm ond, 

along with the rest 
of the team, has 
managed to int- 
roduce many me- 
mory-sowing 
devices 




GRAPHICS 

THE VISUALS, developed using Art Studio, are the 
responsibility of Poul Salmon (mainly sprites) and Lhns 
Collins(moinlybockdrops).Poulinporticularpfefersgomg 
straiqht to the tcreem Tm a painter. I car, draw, but.ttakes 
me o long time to get into it. The first hoW an hour is usually 
wasted and you've got np time for that when you re doing 
this kind of thing. Ifs also a lot easier to alter mistakes on 
screen and save the bib that you like." Like the ST version 
Amiga Gauntlet uses 1 6 colours, though there is a full 32 
colour introductory screen, If we used five bit planes the 
game would slow down because it'd hove to mask five bit 

planes as well." 



2SZ a , ov «* waits - the, *-"PlV «•»«« *»<« *«• unl " «** ** **tl n J° th * '?* °* 
«,„* .troll, wound- E»c.ly he- «hl» H Poirfl to M c C i.nl«ri h.«n » T^J"™ ' ^'« ™ 

endowed with IWHWIW rJegrWi nt cleverness-, 



"We've tried to keep the speed up by 
arranging the sprites," explains Michael 
Delves, "Where there's some sprites 
masking they're usually balanced out by 
ordinary sprites " And so as not to deprive 
you ol a crowd of creolures to kill, some 
rooms won't require any masking al all 
Ihey will simply be stuffed to me brim with 
bad guys, Twenty is the maximum to keep it 
running in four frames - "any more than 
that and it goes mad" 

There's no need to have the background 
moving as fast as the characters either. "As 
in Gauntlet, the- screen chases the player. 
but that's OK because you can't just run 
round anyway: there are always objects to 
collect and monsters to kill on the way." 

So far the boys have been astonished by 
theamounl of graphics they have managed 

to squeeze in, Even so, a bit of pruning may 
be necessary before release date. 

Keeping track of characters' items may 
prove to be iust too heavy on memory. They 
already hod to dispense with callechblepo- 
tions (in Gauntlet 111 all magic works 
instantly) and if things get tight some of the 
more obscure ports of the landscape may 
hove la be sac- 
rificed too. 

Meanwhile Soft- 
wore Creations' 

ambitions ran high. 

The teams currency 

in the middle of 

moving into pur- 

pose-bvilt offices, 

proo/omming So- 
lar Jetman for The 

Safes Curve, conii- 

noi ng the hush- hush 

ROM Development 

work and lasl, but 

not least, getting a 

receptionist. ■ 



EACH OF THE EIGHT levell is being worked; out 
on paper first, Hi*n trans-le^ed inlo lr» 
pll-alnglng., ill-darKlng Gauntlet JO map editor. In 
planning, certain conventions have to ba lo4l»w*d 
bidgtt of the: 3D- For *iamprt«, wills and 
|.unetlon» can't to positioned too c*o*& togetrw 
because of ■maakino. pimM— Th* mep editor 
allows, height* and airier basic to be specified 
and include* * mask g#nerator to defin* tr* 3D 
When !•» u»r puts ob|ecla on th* map Hit 
program detects **"« a beta is and how high II 
is. Mow the player can walk around and behind It, 





WIT NES5 TOASr5lRm».or».«»taB *■». Ih. Cr>pl (on* ol Level One . rn^-aec «""»»— "" 
ZZ rgrapnic. « «■ church but in dlnen.nt ^buulnn* Ita t™* "*° « »« '« "*2* ,-_ 

K». Tin- - lone. '«ri"B '**• f " ™ mo ^ prablB,,,i "^ "^ '" ' ^ ^ 



iSOMETBiC 30 

ALLOWS atopa fe* 

mora graphical 

complicity and one or 

two purrlaa. Plant lor 

Larval Orta'a ctopal 
Include boobY-wappid 
treasure. IbIh polbona 
and an o&MMjro puiile 
which has tomething 
to do with a wall, a 
rpp* and a My... 
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At nearly tliirU pounds each, buying a 

computer game nowadays can be anything but fun. 

But when yuu join Arcanum von can eujo\ 

all the top titles from the leading software houses, 

without taking a megabyte uulof 

your pocket. 

Because with Arcanum, 
except lor a small initial outlay, 
you only pay a small charge each 
time you play a game, 

What's moreahe software 
s yours lu keep forever. 

So you can enjoy a wide 
variety of game* fur what it would 
cost you to buy just one. An idea 



FREE 

COMPUTER 

GAMES 
CATALOGUE 



we think will add up on anyone's computer. 

More good news, all game* come in their 

original packaging complete with all manuals and 

are available in Arnica and Alari ST format- 
Ring now on 08S9 H10000 lor our computer 

games catalogue and choose your FREE inlrmJuc- 

h>n game from a wide selection of top title*. 





COMPUTER GAMES CLUB 

0839400000 



AftCANUM LTD, 400 BROADWAY, 5ALFQR.D. MANCHESTER MS 2DW. 
Ml ciUi charged at premium ra.ee i i p Off- Ptik oiAAp Psik. All cha» aged 18 cundermuir gain pcrmlnlon Imp- rhr ph.nr.e owner biforc dialling thu number. 

'THIS OFFER IS SUBJECT TO AVAILABILITY, T01 
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nTTI HEN IT COMES TO ihuot J em 
L " i * M upi, Torrican is undoubtedly 
BLjAJore of the besi massive Bos% 
aliens, hundreds of enemy formations,, slick 
parallax scrolling - the works. It was 
applauded on both tides of the North Sea, 
knackered hundreds of joysticks ond left 
tearful fans screaming for more. Not ones 
to kick o good ma dealing opportunity below 
the belt, Rainbow Arts decided to program 
a sequel . Across the waves in Dusseldorf the 
boys are aineady right up to their ears in 
Turrican II 

Gut why coll it Turrican? 'OK ' 
just picked il from the telephone 
book," explains design imp- 
resario Manfred Trenz. "There 
was this Italian name Tunica no 
and I liked it. I always get ritles 
that woy: there's loads af good 
material out there, you don't 
hove to bother making it up." 

Turrican II consists of five 
worlds and 12 levels with 
impressive seven-layer parallax 
scrolling, an ultra-high alien 
count and a hugely detailed 
main sprite. But, amazingly, just 
like Turrican, the model from 
which all the other versions lake 
their cue originated on the 
humble Commodore 64. 5a far 
it's been Manfred's main 
machine (he programmed both 
Tunica ns on il) though Turrican II 
looks fated to be his last 8- bit 
project. Soys Manfred: "First 



I'm 



TECHtlOPORn 



FRAME RATE 

Amiga: 50Mhi 
Atari ST: 25 Mhz 
ANIMATION 

The mai«i ipritf; 
comprises ovsr 60 
animalion frames. 
DATA 

Because everyone at 
(Jain bow Arts hatfri 
d it swapping it v*as 
port of rtic plon to tit 
everything on ID One 
disk nghl from the 
start fho Arfiigo 
version featums. 
1 .2Mb of dpla m 
compacted form, "tf 
yOu were to 
do -crunch ihaf it 
would! come lo 3Mb. 
We're not cheating, 
il'l true. We wanted 
tD do it so we went 
away, did a bii at 
resooreti, came back 
and sorted it out" 
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man flnd 
Superman 



Ft 



Js it a bird? Is if a plane? No! It's Turrican. 
And he's back, harder than ever before. 
Kati Hamza dug up gold at the end 
of the rainbow. 
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TOUCH, MEAN AND a1 distinctly H«ll*n ongin. Turiieaii'* mum iprbtw has 
GO frimn al animation Just to walk »nd tin hli gun. Thai'* 14 I6r 
mov«m«nt In both dlfftchans and 32 for directing the lightning llath. And 
thara'i mo™,-. Furtlvar frames show him Jumping, falling and Iranitonttlrtg 
Inte ■ gyroscop*. 
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THE 5T0RV SO FOR ... 

i IT'S SIMPLE, Fresh from having laid the three-headed, 
moustache-twiddling villain Morgul to rest, Turrican is 
called upon save the brave, beleaguered planet Landorin. 
Weak and generally rather stupid, the Landorins are 
y£ holed up deep i nsid e the planet, surrounded by the wi eked 
- henchman of art evil machine and its tyranny-spreading 
satellite. They just have time to send out an SOS before 
they retire to thei reaves la cry, Luckily Turrican is out there, 

listening... 
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IN AUDITION TO a Win In rnngr of man-sue 

metal creepy crawlies. mutating bomb* *nd 
Cham-malt dragons. Turrican II comas with 1 1 
anilldillv mielligeiit Boss alien? designed la 
respond to your evasive nclion$ end thwart (hem. 
They an elaraner than they wore In (he original 
and a lot h*rdef lo beat. This metal monstrosity 
li lifted »tnighl from World Two. Laval Two. 
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taking fiveweeks' holiday. Aitertristl'll start 
on something 'or the Amiga or Hie ST." 

EVerylbing Turrkari hod, Turrican II has 
too only bigger ond better: "There are 
more aliens, better weapons, bigger 
playfields, more intelligent end-of-level 
monsters and more special effects/ 
enthuses Monfred. Tyrricar's third world 
featured a vertically scrolling psuedo shoot 
'em up section. Not to be outdone, the 
corresponding level in Turrican II has our 
pistol -packing hero actually leaping into a 
space ship arid blasting seven shades of 
xenoplosim out of wave after wave of alien 
attack. 

It all fits in with Manfred's theories an 
what a good shoot 'em, up is all about: he 
hos done his best to produce exactly the 
kind of -game he'd want to play. "It's got to 
have loads of spectacular aliens." And fhe 
bigger fhe bad guys, the sexier the guns. 
Turrican'sal reedy impressive arsenal has 
been massively overhauled and improved 
- Manfred bos kept the besl of the original 
and augmented it. Standard weapons 
[laser, multiple shot and beam weapon) 
now come i n four (rathertha n two] different 
si ees, ond i nslead of mi hes Turrican now hot 
bounce shot. The ultimate defensive 
weapon is still to transform yours&lf into a 
lethal metal gyro- 
scope capable of 
mowing down 
everything in its 
path, though this 
lime around it hos 
even got the poten- 
tial to lay little 
bombs. Manfred's 
piece de resistance 
however, t; o totally 
new hardware 
addition partially 
inspired by the 
Lotus Blossom 
weapon at the end 
of The Last Star- 
fighter: a massive 
spinning gyroscope 
which fills the screen with an extravaganza 
of bullets, energy beams and spray shpl. 
THE Mega Weapon. 

In terms of screens Turrican II isn't any 
bigger than Turrican, but Manfred insists 
that he's managed to cram in more than 
ever before. The landscape is more 
complex, there are more hidden chambms, 
speed-up stages, and what he enigmati- 
cally deseri bes OS "lots of very new features, 
some of which you may never have seen 
before." When pressed on exactly what 
these are he re-mains tight-rrioped - 
They're secret*, 

Some of the ideas for Turrican ll's 
improvements were already kicking 
around when Turrican was under construc- 
tion. There were a lot of ideas which I just 
couldn't fit into the original because of the 
time factor. Since then I've picked out what I 
thought was good in Turrican and what I 
thought needed to be improved." 

When the original was released players 
responded in droves. Most demanded a 
sequel, a lot were wilting to give critical 
advice. Manfred has tried to indude the 
best of their ideas though some of the 
features they wanted were just too hard to 
reolise. "So many people wonted so many 
different things I couldn't please them all. In 
the end 1 just did the best I could." 

The best is almost all new code sweated 
over by Amiga programmer Holger 




LEVEL DESIGNS are mainly chiselled out by 
lianfrBd In conjunction wlin Juttan. artist 
Andreas, and Hotger Manlrad Implement* them 
first on In* CM ustng sprite . lev+l and alien 
editors and than hands lha raw dam We* to 
Holger to be proc****d- "AllBf that If w* wont lo 
chms* anything on tft-bil w* change ll in raw- 
coda. We're * oil lazy so we never got round lo 
writing our own rfKtoia." Somelimti Hplgar 
wish** ha had: because lh*y wanted to en pio .t 
lha Amiga's potential lo the full there are several 
teaturea which were altered exclusively tor the 
machine. 



BOTH AMIGA AND ATARI ST versions use 1 6 colour 
fhoug h by clever ma nipuloli ng a nd so rne rustl ing a bout i 
Rainbow Arts' bottomless bag of programming tricks, artist 
Andreas Escher has managed to bump that up to orounc 
1 20 on Ibe Amiga, 'It's written in 1 6-cobur mode," 
explains Julian Eggebrecht, "because 3 2 -co I our mode 
would use up far too much memory. The re' d be too much 
processing time to run il ol 50 frames as well. Anyway, we 
weren't going primarily for presentation. From the start 
what we were aiming for was excellent ggmeplay, so 
when if came to choosing between 50 frames, parallax, 
animation and 32 colours, it was the colours that had the 
lowest priority," 




PICKUPS MAKE metal-crunching e#tiar. 
Revealed by head-butting Invisible blocks or 
•hooting poda obligingly airlifted in. you can turn 
your basic bullet-belching weapon l«'° 
something In on all together different clae*. The 
mora power-up* you gel Ihe greater you r 
potential Id rnilm - mo*t weapon* com* in tour 
diHerent strengths and are aided and abetted by 
handy Items such as laser beams, amen bombs 
and shield*. Note ihe variety ol satisfying 
explosive eHects. 

Schmidt, veteran Dentins. R-Type and 
Maslerblazer programmer OS well as 
author of lots of in-house tools for the 
Amiga. "Atl we really kepf we re the sc rolling 
routines. Everythin g else was optimised and 
rewritten because we needed more 
processing time tor the sprites and 
animation." 

Programming is aided and abetted by ► 
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► Rainbow Arts' 
own development 
system - Pegasus. 
According to Producer Julian Eggebrecht, 
the trickiest aspect so far hos been 
perfecting tfie scrolling, "On the C64 you 
have character mould which means you've 
gat rnare scope to do a voriejty of different 
things. Action games consist of patterns of 
little bytes like a jigsaw and on 1 6- bit you 
waste a lot of lime just by building up the 
screen. Hardly anyone has tried multi- 
directional scrolling in 50 frames before 
and ot first we didn't thin k that it would work 
- most action adventures nun in 25 frames 
or even 1 7 — but eventually, using e lot of 
tricks, we did it." 

With fhis bag of tricks the learn has aimed 
for oread e quality. The finished version will 
feature two Megabytes of graphics, 1 500 
screens ond 1 speech samples. There are 
also a couple of elaborate X-Oul-slyle 
graphic sequences. planned forthe beginn- 
ing and end of the adventure. *Ys port of 
what makes a good shoot em up because it 
sets the atmosphere for tbe whole game/ 
Manfred nevoob. 

"What we didn't ward lo do however," 
explains Julian, "is 
sacrifice presenta- 
tion to ployability 
for example we 
had lots of parallax 
on every level bul 
on World Two 
there were so many 
aliens as well it was 
slowing tbe gome's 
speed down to 
25Mhz. So we 
decided to keep the 
parallax on Worids 
One and Three and 
just simplify it on WoHd Two in the interests 
of play obi lily." 

Ma nt red is modestabout it all: " I've never 
done anything as complicated before but I 
think you could putTurricon II in an arcade 
machine and nobody would see the 
difference," He meons the Amiga version 
butifeverythinggoestoplantbeSTversiori 
should be just as impressive. It oniy runs at 
25Mhz but should feature all the sound, 
parallax ond speech samples. How have 
they managed it? "Oh, we just went and 
found someone really clever." 

That someone is Thomas Engel os Julian 
explains "Hh's managed it not via tricks la 
hardware scroll because that takes loo 
much memory. Instead it scrolls the normal 
woy using eight buffers and by pre-shil+ing 
all the enemies in memory, He's also got a 
few mare tricks up his sleeve but we're not 
prepared lo reveal those." 

What of the future? It looks like Holger, 
who's akvays complaining about the 
Amiga's limitations, ma/ be headed for 
consoles, specifically the PC Engine and the 
Sega MegaOrive. It's an ambition that 
Manfred shores though his first task is to 
Spend si* months real ly getting to g rips with 
the Amiga before embarking on his first 
project, which is olreody scheduled to 
feature 32 colours and run at SOMhz, 
"Whatever it is, I'm staying faithful to action 
games because that's basically what I like to 
play." ■ 




REMEMBER THESE 

little mnlal armadillos? 

Like everything else, 

■lie second linn 

»r04jrvd Ihey have 

b**n improved, hi 

emergencies an *gile 

warrior can balance 

salaty on Ihelr hacks. 



THIS GUN-TOTING GIANT pounding the floor it 
rh«f and or the first level i* na piece of cake. No! 
only do** It* leap about causing tilhal pieces of 
Ihe cavern roof to 1*11 and pierce open ynur skull, 
hi*, gun la cleverly pl***d to dellect your 
ail purpose Kg timing MeaHjerflith. 



HUM 

TURRICAN II Features simultaneous four channel music 
and sound effects ■ there's even a clipped Germanic 
speech sample to identify every pickupyou select, it's all in 
the capable hands of veteran Rainbow Arts man Chris 
Huelsbeck and his specially developed in-house utility 
TFMX, "TFMX's biggest advantage is that it doesn't just 
enable you to use sampled sounds, it allows you to modify 
them like a synthesiser. So from one single sound you can 
create, soy, 100." 





A HARD MAN NEEDS 
hard weapons. There 
m new toyr dlffareni 
grades ol laser {top) 
and Ihe conllnuouB 

li qntn.nq '*<>»pori now 

comes with * wave 
aflecl In 16 direction* 
Ibollom): n full blast 
lis u high as the 

iciwan. 
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LIKE Z-OUT, Tunrtcart II tie* in unoVsaa level complete wllh gulping n*h 

and quivering j«Hivll»h. Other world thetnes Include rMgh-lectinotogy end • 
huge engineering i-lrueture lull ot hundreds ol moving pen*. 





THE MEN BEHIND the magic Turrlcan- lis development team From I»f1 
Julian eggebrecht, Holger Schmidt, Manf rad Trent Chris Huelsbeck. and 



to right. Andreas Eschar, 
Thomas Efigel. 




ybtir father's Been murdered, 
^imr fPeasants are in revolt 
and your wife's run off tint it your Best 
iend ~ tfk *Kings Brother, 



tyite possiBly ike Best news you ve had 



for some time! 



'Betrayal 




fi 







ft zveB of intricate possiBiCities - Butfi 

flay isnt one of them. 








MASTERS OF STRATEGY 



The city's alive, an electronic jungle,** minion windows dance with 
the projected patterns o§ multi-coloured imagery, the corridors of 
power echo with the sound of digitalised technology as countless.. 
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CBM 64/126 Disk. Atari ST, Amiga 
PC 8 Compatibles 

• 3 million murders provide the 
ultimate challenge, variety and 
repiavabifity. 

• A classic race against the clock ■ 
you have 2 hours to solve the 
murder. 

• Point n click control - providing 
a totally interactive environment. 






Contact Do 



LOOM 

Atari St, Amiga. PC & Compatibles 

• Stunning high resolution, 3D 
landscapes 

• Sophisticated score & musical 
effects. 

• Point n click control of characters, 
objects & magic spells. 
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OPERATION STEALTH 

Atari ST, Amiga, PC & Compatibles 

fully mouse - driven Cinematique™ 

operating system. 

PC version features 256 colours 

(VGA} 

Superb music enhanced by Ad Lib 

and Roland compatibility 

(PC version). 
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OPERATION HARRIER 

Atari ST, Amiga A PC * Compatibles 

• Features unique PQTOSCAPE 
ratating-landscapB technique. 

• 5 complex missions to tackle and 
complete. 

• Ad Lib and Roland sonic support 
(PC version). 



If ^f 1 






old Ltd., Units 2/3 Ho Hard Wa 







46TF 



REVIEW 



LEMMINGS 

DMA Design 

And Psy gnosis 

PRICE £24.99 

OUT Now 

GRAPHICS B8% 

SOUND 93% 

PLAY ABILITY 97% 



THE ONE 



VALUE 



94% 



OVERALL 

96% 



ATARI ST 

PRICE £2499 

OUT Now 






Laurence Scotford, Gary PeliivvX and Kati Hamzi 



IBM PC AMD 
COMPATIBLES 

PRICE £2499 

OUT Now 



UNDER THE 
MAGNIFYING CLASS 

WHOEVER SAD Lemmings had To Lei' lor 
hr;iins uoviously hadn'l iuuked clow enough. As 
this entlusine 'Under The Magnifying Glass' 
piclur* thow*. Lemming* hfir* a thoughtful sio* 
lo their p»r*onallt)f. 




BEFORE YOU GET lo teckle a landscape a *mall 

overview of il is given. Additional t»andy rants 
provided Include m» quantity of Lemming slock, 
th* pirtenlsge to be wed, and the minimum 
rate the HWe buggers are released info thft world 
in question Yau fan increase 1he release ral* 
during play, bul il's "vol such a good idea to nave 
too many Lamming* wanderlngi around loo soon, 



H MALL FURRY AND STUPID. That's your average 
lemming for you* But these Lemmings aren't- 
furry. These are Lemmings with a capital 'L\ 

Lemmings with a big 'L' behave pretty much like 
yer actual real life cute 'n r cuddly creature. Their pur- 
pose in life is uncertain, although it seems as though 
they derive great pleasure from wandering around 
aimlessly, without a care or thought about their 
surroundings. 

But now Lemmings have the- opportunity to show the 
world what they are really made of {quite literally when mey 
happen to miss their footing above a hard surf ace I. 

The fact of the matter is, once these little fellas get it in 
th e i r head s to g o on a wa* kebout they do just that a nd th ey 
don't slop - no matter what" sin the way, Trouble is, there 
usually is something in the way, and it's often deadly, 
Fortunately Lemmings are not completely useless, for they 
can perform quite clever tasks when pushed. And that's 
where you come in. 

The trick is to ensure that the Lemmings in your care get 
home safely. And the most grown up way to do that is by 
giving individual Lemmings specific tasks to perform. But 
this isn't easy when the tittle bleederssimply refuse to stand 
still, Worse still, there are only so many jobs to go round, 

Ultimately, one or two of the cute rodents have to be 
sacrificed i n t h e cause of Lem m i ng ki n d, b ut yo u can 't aff o rd 
to be too blase about sending the diddy dorks totheir doom. 
If a high enough percentage of Ihem don't make it back it's 
curtains for you as a Lemming minder, leaving the clever 
people lo reap the rewards of the bonus points on offer. 

There are 100 'situations' to resolve in Lemmings, and 
though initial impressions may lead you to think otherwise, 
the solutions are all e-lemming-entary. 




CHEEAAAKITh* 

daors from another 

dimension open up 

and tiewly but surety 

the L»mminga drop 

out and immediately 

slart walKirvg. B* 

quick wltn your mou** 

movementa and mi 

the day! 








LABOUR FOR LEMMINGS 

NINE THINGS that lemmings are exceptionally good at - apart from 

dying that is, 



SEE THAT PANEL *l lh* bottom of the picture. The ona with all lh+ Icons. Those are what are uwd 
lo aftact (he Lemming* and their surrounding*. Apart lforn *•" • b 9 ht J oba ' tne,e aro ictms ,or 
increasing and d*c™a*iftg lha relaaae rate, pausing play (which gives you orealhmg space to scroll 
around a bit and asset* lit* sHusllonl, end caw*l«g all Lemming* le aalf-daalrucl. the function of the 
simplistic map to the right, of 1h* leans should b* o&vioua. 




WALKING 

Walking is what lemmings do when thfrf avran't 

doing anything alee Th«y are fairly unimaginative 

about I* (hough Ihey walk kl one direction, until 

they hit something and turn around, or stride into 

something deadly. 



CLIMBING 

One way of getting past solid objects is to go 

over the ion of them. These Hill* chaps Just dig 

Ihalr claws in and haul themselves up even the 

sheerest of face*. Then there's getting down Iha 

other aide. Lemming* emVI climb downward* so 

14'* * good job they are more lhan cepabte of... 



FLOATING 

Allhougn the little darlings cen lall xhorl 

distance* without hurting th*m*et»>aa, long drop* 

are a *ur« way of making Lemming Jam. So 

make sun* th*V *'* equipped with sky-dlvmg 

gear first: 
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nza went walkabout with what looks set to £ 

come the most t$* 





a- 
i 

c 

o 




of computer 
entertainment ever. 



USIQUE NON-STOI 

it. It's th< 



The Can Can, How Much Is That Doggy Ir 

indow. 10 Green Bottles She'll Be Coming 

Round The Mountain When She Comes .. 



Hndrops Keep Fallin' On My 
'i Impossible and A- 



m 






BASHIN 

Dr Horizontal Digging. The sharp claws oF th« 

Lemming are well adapted 1o burrumng. This 

remarkable crealu i*. when faced with apparently 

Impsstabls oojecte, unsheathes lis natural 

digging tools and tunnels through all but th* 

hardest bedrock. Th-s rascmatmg sight is surely 

one srf the moat endearing and inspiring 

demgnslritiana of the beauty ol Lemming Hie on 

Earth. 



MINING 

Or Diagonal Digging. Yea, mri: only can Lemmings 

dig through ofe|*cU they can alio tunnel under 

(nam, The only problem is. their 

aingla-mindedness still gets In the- way. They 

h*»n't quite learned haw to tunnel beck up 

*g»ln, 




I 



DIGGING 

Or Verticil Digging. 

Lemmingi like to do two things, 

They belli begin with 'D'. 

They like la Dig down In the Earth, 

And OimJ Intn the ***! 




BLOCKING 

As we all know .Lemmings juit tin I ignore the 

lure ol i cllfl edge end vi quite happy lo go 

dropping la their doom given half a chance. So 

it's useful to enlist one or two Strang willed 

individuals to acl as lemming end-stops and 

prevent their fellows Irom liking the plurtgr 

itnlortunaialy th* only way Id [(man Block*** is 

to exploit iheir capacity lor.,. 



EXPLODING 

There are limes when sacrifices have lo made in 

the name of the greater good, How do you gel 

rid of unwanted Lemmings? Ho, you don'l put 

them into care,., you blow them up. Once given 

Ihe command to seir-destrud a Bomber count* 

down Irom 1iu* to zero batcr* e«pludir>g in t 

shower of Lemming oil* and liking a bit* sized 

chunk oul ol the landscape at the lime lime. 



BUILDING 

This lorm ot higher engineering! It Something (hot 
(jemmingi urs jus! grafting lo grip* wilt, They 

have teamed how to Hack bricki upwards, but 

not bach dawn again, Unfortunately (hey can only 

carry II brlcka it e lima, and when they use 

lho*e up they Iry their new construction out lor 

fit*, ready or not, 
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And Psy gnosis 



LEMMINGS: 

THE UNTOLD 

TRUTH 

the origins of 

I i-iiip" r-iys are very 

V3gu*t, buc many 

leading gynijniiliigisri 

believe thai Lemmings 

"hava probably dim 

around far quits a 

while.' Only now are 

Lemmings, standing up 

in linmuim. 

It's a widely 'believed 

fact among Ihe 

soijni ilic Iratemiry thai 

one species ol 

Lemming has actually 

evolve inEi> more 

human-like fo*m. One 

top Lemming expert 

who ralused to be 

named thraw up those 

.:,i lu Startling 
observations. 

James Bond author 

Ian FiKninnng's re*l 

name w»* in fad Ian 

Frank Lemming. It 

doe.an'1 lake a gfti'nus 

IP aee how easily a 

miimfca was mida. 

Success (w Jane 

Lamming was always 

on ihe cards, but it 

took a change of name 

and hairstyle to 

become a top 

television persunaliTy... 

better known as Jan 

Learning. 

"Orroddy you'll be a 

big movie star,' 

BOmfcOrw* or"we told 

leading Hollywood 

heaiflhrot Jack 

Lemmnn (rail name 

Jack Lemming). 

And he is, 

WILL THE 

REAL 

LEMMING 

PLEASE 

STAND UP 

THE GENUINE 

LEMMING «sm«ll V) i* 

a small rodent, cknary 

related lo the wok*. 

This little beasl is 

aboul three to six 

indies long ana lives 

in Ihe Arctic tundra. 

MeH surprisingly n I 

well adopted to sever*- 

conditions, The 

lemming population 

under goes a 

(luciuaiion in growth 

■every inree to four 

years la c*i»rA*tariMle 

of many small 

mammals ol Ihis ilk I 

This leads to a mass 

migration in whicn 

surplus leiiir>"riy* m 

an uvft i-pooul ated 

area emigrate to find 

new land. If they 

reach (he vkx LnlcirK 

|h«y find e suitable 

,-irns ihey simply 

cuniinue headlong 

and drawn. 
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THE ART OF 
RODENT DESIGN 

DMA DESIGN is the team behind 
Lemmings. And they are . . , 

Dave Jones (Programming \ 

Gary Timmons (Animation) 

Scott Johnston {Graphics! 

Brian Johnston (Music) 

The story of Lemmings begins over a 
year and a half ago. DMA Design had 
wanted to do a game that was really 
playable, and were mulling over ideas. 
Then Gary Timmons treated a DPaint 
animation that showed a gun on cliff 
and lots of little guys walking up and 
being blasted. 



[ne ledrn vnuuyriL mai ii me fjioyci 

could control the little guys and gat 
themtodolotsofthirigsatoncetoevoid 
mass mayhem they'd have a really 

playable game on their hands. "That's 
really what we're trying to do now - 
produce ready playable games," says 
programmer David Jones. 

The next six months was spent 
designing game play before any coding 
was done, The actual programming 
began in June this year; and because 
the concept had been very carefully 
planned it was blitzed very quickly. 

The Lemming spriies are very small, 
but this was a very deliberate design 
feature. "We wanted to try and make 
the sprites as small as possible but still 
have nice animation," says David. "I 
think the fact that there are so many of 
them makes them appealing. They're 
all small and cute and so vulnerable." 
The tea m had b i g debates about what 
to do with the two player mode. Should 
the players be controlling the same 
Lemmings? Finally it was decided to 
give each player different coloured 
Lemmings. To add to the interest, on I 
some of the later screens it's essential 
that the players help each other part of 
the way before starling to delay each 
other, 

Understandably, DMA Design is well 
chuffed with the finished product. Dave 
explains: "We wanted to keep it quite 
simple. Eight abilities is just about the 
right number, Only six of those take 
effect straight away and two don J t. 
Lemmings, has an instant appeal - 
anyone can get into it, 

"What we've done is pitched all the 
levels for the above average player. 
How many Lemmings you rescue and 
how quickly you do it affects the 
, grading easy, medium and hard. All 
the levels are set at 'hard' - what we do 
is make them easier for anyone doing 
badly by giving them a few more of the 
skills to play with/' 

The possibility of a second Lem inn- 
ings level disk depend son theoriginai's 
success. "We'll see how il goes," says 
David. "If enough people start to 
con sider t h e m sel ves sh it hot then we'l I 
do some really tough ones, We havcour 
own m -house levels, and most of those 
are extremely difficult, But we don't 
want to do a construction kit. 

Still, Lemming lovers will be pleased 
to know thai DMA is a I ready workin g on 
Lemmings II. The sequel will have 
larger Lemmings to show off the 
animation a bit more, 



AND STILL TO COME... 

AS WE SAW IN Issue 24, DMA Design 
also has two other projects on the boil. 
Walker is destined to appear in 
January, and is currently being prog- 
rammed. It's an impressive-looking 
shoot 'em up using advanced 3D 
bitmapped images, which DMA hopes 
will be the ultimate blaster. 

Cutie Poo on the other hand is an 
interactive cartoon also due for release 
in February. At present DMA is looking 
at ways of compressing the huge 
number of animations involved". 

Another project that DMA had been 
wo rk i n g on , Gore ( see Issue 1 8 1, has h ad 
to be shelved indefinitely. The artist 
Tony Smith lives in Kent, and keeping 
the project going while communicating 

vert hat distance and working on other 

rotects was a little too much to 

anage. 

.EMMINGS QUESTIONS 
OR YOUR MOTHER (WITH 
'ROBABLE RESPONSES] 

Gummy, what's a, group of Lamming* 

illed? 
pad. Thai's right, as in 'suicide pact'. 

lo no no, [hat's n lie. But let me take this 
opportunity to tell you at many other 
jnusual collective nouns. Like a bevy of 
Hjailt .. a charm of finches or, indued. 

Idfish... an exultation of larks... a kindls 
)f kittens... a mob of kangaroos... a 
lurmg ration o\ starlings... a plump of 
Hater fowl,., an unkindness of ravens 

'Mummy, where do Lemmings coma 
rom? 

'Well, there aren't any Mummy Lemmings 
ind Daddy Lemmings. Lemmings are 

Kial. Baby Lemmings are oftsn found 
inder Lemming bushes. Sometimes the 
.emmingi Stork delivers them." 

"Mommy, when a Lemming dies does it 
JC to hMVen like all good little girls? 

"Don't be soft. They hum in hell - like 
istress flares," 



THE UNEXPECTED HITS 
YOU BETWEEN THE EYES 

IT CERTAINLY DOES in Lemmings, as David Jones 
explains: "We* vein eluded a few surprise levels, but 
I'm not going to tell you what they are. Lets just say 
you'll come a cross one of them and you'll go 'Oh'." 
Then there are the traps,.. "Everyworld has weird 
and wonderful traps - like those rope traps, where 
you step into them and get pulled up in the air. Erm... 
spikes come out of the ground, boulders fait from the 
roof.. . I don't wanttogive too many of them away. It'll 
spoil the surprise." 



.11-1 Li 

Ltutl H then caii be win tnt 

Bf Lease Rote 50 



■ 



IE TWO PLAYER version of Lemming* in • real 
hoot. As you tan Me, In* »cr**i it split In two 
both nrirwlo*s scrolling around Independently of 
each other. One player looks irtor lh* green 
Lemming*, In* other minds blue, Business Is 
pram/ much, (hie same as usual, only (here's, nun 
often than not plenty ol interference with berth 
parties on seven at once, tan also get to kwp 
any of the opposition'* Lemmings you manage- 10 
entice Into your abode, 




SQUELCH I Mashed 

Lemming courtesy of 
■ 1(1 Ton Weight. 



SPLAT! The best way 

lo make Lemming 

Jam - let II tall too 

tar 





LEMMINGS may not look too impressive 
when static, but the visuals really are quite 
superb. The Lemmings' animation is 
delightful - it's hard to believe thatsomething 
so small can have so much character. Any attempt to 
imagine the bouncing green haircuts, quivering limbs 
a n d s pectacu I a r de at h spasm s in time to London Brid ge 
Is Falling Down is bound to fall short of the truth. Sound 
too is excellent, with an effective mix of speech ('Let's 
Gol' and 'Oh No!"), appropriate spot effects, and 
i rritati n gly me m ora ale tu n es . The re's o n ly one problem 
with Lem m in gs - it's too add ictive by h alt. Do n 't play it if 
yo u h ave bette r thi n gs to do. You wo n t ever get rou nd to 
doing them. 

■Ml THUS ONE'S every bit as compulsive as its 
I U| J Amiga counterpart, It's approaching com- 
r* J I P lt!,iflM hincl snciula be released this coming 
■^■H January. 
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ONCE AGAIN, there are no major payability 
differences. Hercules, CGA, EGA, VGA and 
Tandy owners are all catered for, along with 
Roland and AdLib supporters. 



ITS ABOUTjBGJRVIVAL.*! 




Returning from the . 
distant corners of the 
universe, you find that 
your home planet has 
been taken over by fy 

invading aliens -you y 
swear bitter revenge. /. v ;i| 
You journey home V '•$ 

and finally the hour of 
vengeance arrives. 
Your mission: Destroy* i 
BATTLESTORM and 
assurjeyour revengefon 
the extraterrestrials *: :i 
wh r o*invaded your tyjBL 



AMIGA 
TARt ST/STE 
I PC/PS 
STRAD CPC/CPC+ 
; ' > GX 4000 
,') SPECTRUM 
• ( G 64/C 64 GS 
i I 



IJ^5 




• M u !ti d i rec t i o n a I s ejjoj I in g ,. 

• Hyper speed and acceleratlo 

• 5<f images per T ;§ee. \ 

• 8 different leve'l! 
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PREMIER MAIL ORDER 



Fax- 0268 59Q078 



title 



ST WMlSft TITLE 



ie.m 



*1D BotmQ 

■10 Spflrti Driuinq 

1.2 Mag Upgrade 

Ifl Meg. Upgrade with Clock 

6tt ftnack Sub 

foitoifle Ranger 

MRS 

fiikanoiii 2 

•Armoui-Gailden 

•Assault on AlcetrsJ 

■MFS 

Aunertrlr 

■BAT. 
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SILENT SERVICE 
ST or Amiga £999 



AIRBORNE RANGER 
5T or Amiga £9-99 



V2 MEG UPGRADE - 

AMIGA 

with Clock £44-99 

without Clock £39.99 



BLOOD MONEY 

St or Amiga only ^ " 



STUNT CAR RACER 
ST or Am iQ a £9-99 



JOYSTICKS 

Quickjoy Jelfighter£10,99 

Quick] oy Mega Board 

£19 99 

Cheetah 125+ £6.99 
Cheetah Mach 1 £9.99 
Quickjoy 2 Turbo E8.99 
Sega Control Stick £13-99 
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BLANK DISKS 
UNBRANDED DISKS 
10 x 3.5' DSDO £5.99 
20 x 3-S" DSDD £10.99 
60 x 3.5" DSDD £23.99 
100 x 3.5" DSDD £49.99 
TDK BRANDED DISKS 
3.5" DSDD £1.25 each 
6.25" DSDD £0.75 each 
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£15.99 814.99 


BSS JIANE SEYMOUR 


£15.99 E15.99 


BATTLE MASTER 


£15.99 C1E.99 


BACK TO THE FUTUflE 3 


£15.99 815.99 


GODS 


£15.99 £15.99 


XIPHOS 


£1599 £15.99 


5WIV 


CI 5.99 8lS>99 


CADAVEB 


£15.99 £I5,9B 


StlPRFMACr 


E1B.99 £19.99 


*D SHORTS BC**JC 


£15.99 El 5,99 


ST OR AG WJ 


£14.99 CI 5.99 


IhlDlANAPOUS 590 


11 5,9* C1S.99 


BOUUE TROOPER 


£15.99 CI 5 99 


RANK 


£15.99 C15.99 


ROBO KID 


£15.99 £T5.99 


THE S*M*Qt EMPIRE 


£16.99 El 6.99 


FINAL COMMAND 


81 4 99 £15.99 


UN SQUADROH 


El 3,99 £iJ99 


CELICA 0t4 RALLY 


£15.99 £15.99 


STRATEGO 


815.99 CI 5.99 


KST DRIVE 1 


El 5.9* C15 99 


ALTERED DESTINY 


£15.99 815 99 


LOOPZ 


£1499 C15.99 


»WNE 


£15.99 815.99 


BETFWfYAL 


£15,99 £15.99 


C.UR5F OF RA 


£15.99 f 15.99 


LINE OF FIRE 


£1599 £15.99 


ESYUAT 


£1599 £15.99 


LEGEND OF THE LOST 


81594 £15,99 


AC TlOM STATIONS 


C1B.9S £1999 


BLADE WAHHIOR 


£15.99 CI 5.99 


DAYS OF THUNDER 


814.89 C15.99 


spellbound 


£13.99 813.99 


UM5 2 


£15.99 E15.99 


WAR JEEP 


£14,99 C1S-99 


ENTEflPRlSE 


C1A99 £13.99 


LEGEND OF THf FAERGHAIL 


C13.9B E13.99 


PRO TENNIS TOUFt 


flS99 £15.39 


PRO TENUIS TOUR? 


El EDS £TtV99 


ST RIDER? 


C15.99 £1599 


DICK TRACY 


|-14!?:i CI 4.99 


TEAM SUZUKI 


E1S.99 £1699 


TTCAME FROM THE DESERT 


£T9.99 El 9.99 


JAMES POND 


£14.99 £14.99 


ARMOUR GEDDON 


£14.99 £14.99 


OBITUS 


E2£JM 822.99 


ALL DOCS 00 TO REM/EN 


£1199 £13.99 


RATTLECHES5Z 


C1T99 £1799 


FUTUflFRASKFTEiALL 


CI 4.99 £1499 


PAHADHOlD 90 


C13.99 £1199 


TQRWK THE WARfBOfi 


811.99' C14.99 


AWS0.ME 


£21.9* 131 99 


BADLAMW 


£14.99 £14.49 


THE SPY WHO LOVED ME 


£14.99 £14.99 


CQPORATION 


£14.99 £14.99 


OOLDENAXE 


£13,99 £13.99 



SEGA MEGADRIVE LIMITED SPECIAL OFFER - £135 inc p&p 



Please make cheques and PO's payable to Legend Software 

Computer . — 
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THE ONE 




Simulcra 

Graftgold's Steve Turner has some 
much -needed advice for anyone driven 
Simulcrazy 

H~ THE RE ARE MAN V different ways to tackl e S i mu I era . 
The tactics to choose depend on your skill and 
situation. To progress through the levels it's 
important to assess your priorities at any time from the 
following... 
Locale and destroy the next power generator. 

it) Build up the SHV's capability. 

iii) Seek extra lives. 

iv) Kill the enemy. 

v) Gel a pod to update your restart position. 

vi\ Survive. 



KNOW YOUR 
ENEMY 

PARKED FLYING CflAFT 

Try to destroy them before (hey tab* Off, 

THE MOTHERSWP 

Sooner or Idler you erwounier the Molhersnlp. II 
tallows you, generating, aggressors, and II can 
take merir hit*. Tit* be*1 w#y to deal with it It Hi 
tarn It In the iir. Make -sure you hive ■ tew 
shields though 

MONOLITHS 

These Mack blacks drain your shield energy very 
quickly. Approach lhem ikiwly wj yoy »™ lust In 
laser range end man shoot litem. Remember 
where they sre because Humbling on one Is 

alw»yx 1*1*1. 

HOMING WEAPONS 

Helreat as last as poaalble and shool al them. 

Most have limited ring* ind cm be outrun, Oh 

the ECM If you have on*. It'a lun lo hive e crew' 
to control all the keyboard functions is stewing 
with gix hind is tricky. 

FRISBV DROIDS 

These droids lire Frisby-like homing 
weaponi it you. Try to approach Frisby Oroide 
so you cin deal with Irtem one at a time. Also, 
try lo shoot the dfoid rather than (he weapons. K 
you mitt, retreat, deal with the missile*, ind Ihen 
try inolhar attack run. 




BEACHHEAD 



LIVES 



Generally speaking, start off by cleaning up your initial 
surroundings by eliminating the enemy and picking up 
the pods to build up the SRV, Now hunt the power 
generators. On the way, cull a few aggressors and pick 
up the odd pod. If you leave a pod before it shrinks it 
becomes dormant, so you can return and use it later. 
Pick up all the pods until you have a TAD, then you will 
know the contents of each, allowing you to determine 
whether to risk a tricky pickup. Only use the pods you 
need. 



To get to higher levels it's important to collect many 
lives on the early levels. When one power generator is 
left, have a scout round and pick up any lives or useful 
pods. There is at leasl one extra life on each level. 



STRONGPOINTS 

When a power generator has been located, try to make 
a kill and pick up a pod. Now if you lose the craft you 
are restarted at that point. Make a few fly-pasts, 
taking potshots at all and sundry but frying to stay out 
of trouble. When a suitable landing site is found, take to 
the ground and systematically destroy the defences 
(which are usually heavy around a generator). It's 
essential lo keep moving when attacking many 
opponents. The worst thing is to sit on the spot and try 
to zero in your weapon before the opposition does the 
same, You may beat one gun but four more may be 
targeting you, Drive toward the enemy as you aim. If 
you run out of space simply go backwards again. 
Repeat this until you get your shot on. Occasionally, 
and especially for the last generator, it's worth risking a 
suicidal head-on attack on a generator, firing a 
missile at point-biank range and flying through 
the debris. 

BLITZKRIEG 

Fast and furious attacks on the ground or in the air are 
fun. One of the favoured methods of finding a power 
generator is to storm along a power barrier at high 
speed from the previous barrier. 
Usually this leads to the next 
barrier. Learn to recognise the edge 
barriers. Barriers you can shut 
down never merge with the edge, 
and the edge has red pylons. It's 
best to fly along barriers thai can 
be shut down as a power generator 
must be there somewhere. If you 
reach an edge, turn around and go 
the other way. It's worth flying 
behind a degenerating barrier and 
Follow the sparks. This often leads 
you through the once-blocked path 
to the next area Keep an eye on 
the barrier in case it turns towards 
you, Just be ready to steer away 
rapidly. 



FLYING 



Learn to fly when a level is almost cleared, Practice a 
few emergency stops and starts, flying slowly at first 
and then at top speed- It's worth getting the knack 
because the feeling of flying through the enemy at 
maximum speed, dodging between towers and picking 
off easy targets is exhilarating. There is always just 
enough time to turn or stop if you come to a dead end, 
but you must act quickly. The enemy is outclassed 
when you fly, so they should present no problem, It's 
also far less dangerous - at least, until a few shields 
are lost. Then it's time for a safe landing and a rebuild 
of power. 



MAZES 

The later levels usually require much backtracking, so 
it's useful to leave many aggressors as a supply of new 
parts. The maps displayed do not show every power 
line in the distance. Explore along power lines following 
the barrier around the mate and you eventually come 
to an exit or power generator. To get around, ignore the 
floor and travel in straight lines to keep your bearings. 
If you have no boost, skip on the void in the direction 
you wish to go. This is a fast method of travel but you 
have limited steering. Keep one hand near the 
take-off button and press it whenever you land 
on the ground- Follow barriers, skipping on the void 
rather than steering around the floor ma?e. 




RETREAT 



When shields are low your priority should switch to 
survival. Fly back to a hull or power pod you left 
behind, or seek easy kills until a power pod is given. 
Sometimes it pays to leave an area until you have 
missiles and a TAD. On the later levels you can be at a 
severe disadvantage without missiles as the enemy take 
several laser hits to kill. 




DOGFIGHTING 



If you are attacked by airborne craft there are few useful 
tactics to employ, if they can out-turn you, land 
to improve your turn rate. If an enemy is approaching 
you from behind, try decelerating, but be careful to 
steer so the craft doesn't ram you. Usually it flies past 
into your sights. Learn which are the dangerous aerial 
attackers and deal with them quickly. Try leading 
attackers into minefields or towers, They have no ability 
to steer around things. 
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Time Machine 




Having difficulty timing your travel? 
Here's Vivid Image Developments to 
tell you how to get back to the future, 
past, and present... 

BLL YQU NEED TO KNOW before we begin is a brief 
explanation of the terminology used For the Zones 
and Screens within. Zone One, Screen Three is 
represented by 1.3 (the horizontal strip of screens is 
numbered from left to right, so Screen One isto the far left). 
And as fate would have it, yc u do i n fact start by th e g eysera 

CREATION OF ZONE TWO 

Transporting the mammals to the cave in 1,5.,. 

Go to 1,2 and place a Travel Pod there, 

Go to 1.5 [use the Pterodactyl to cross the river) and 
place another Travel Pod by the cave. 

Go back to 1.2 and use your Beamer to stun a 
mammal. Stand next to the stunned mamma! so it is 
displayed in the 'Look' window. Now transport yourself 
and the mammal to the Pod in 1-5 

Repeat the above several times. You can have up to 
16 mammals in the cave at a time. You may transport 
mammals even after you have created Zone Two, 

Go to 1.3 and block the geysers. 

You should now have created Zone Two, 



THE CHEAT MODE 

First, get a good enough score to access the high score 

table, Now enterDtZZY instead of your name. The next time 
you play you will have unlimited lives and access to all 
iones. Use th a keys ' A' a nd J S ' to se I fid screens in each zo n e. 



REPAIRING THE 
TIME MACHINE 

Recovering th« crystal unit lot the 
Time Machine... 

Kill 3 few terrorists in 5.5 and wait 
for a bomb. Transport this bomb to 
1.1, next to the rock with the crystal 
in it Ignite the bomb to dislodge the 
crystal from the rock. Vou won't be 
able to find the crystal in the swamp 
as it is too deep. Search for it in 2-1 
instead. Place a Pod in front of the 
Time Machine and transport the 
crystal to it 

Switching power to the Time 
Machine.,, 

There is a power switch on top of the 
building above the 'VID OIL' sign in 
5.1. Use the Pterodactyl to land on 
top of the building. Use your Beamer 
on the switch to turn the power on 
and off. 

Make sure you place the crystal in 
the Time Machine BEFORE you 
switch on the power. 

Now all you have to do is get 
inside the Time Machine and 
perform a pick up at it. 




CREATION OF ZONE 
THREE 

Making a fire by the cave in 2,5 to keep the ap«m«n 
warm (note thftt fir* lasts longer in the green area)... 

Place a Pod by the cave. 
Go, to 2.2, find some wood and transport it to 2.5, 
Go to 2.1 and stand in the middle of the screen on 

the solid patch- 
Go to 1.1 (change zones). 
Transport the flame to 2.5 to ignite the wood (if the 

fire goes out. simply reign ite the wood). 
Unblock the geysers to warm up the planet, Note that 

the Yeti does not like the warm planet so it tries to 

block the geysers. You can feed it by transporting 

apples from 1,2 or fish frqm 3.4. This should keep it 

happy for a while. 
You should now have created Zone Three. 

Planting the seeds in 2.4 (this helps in later zones). 

Place a Pod on the river bank (in the green area by the 
existing plants k 

Transport the apples from 1.2. 

Repeat for both of the river banks, 

CREATION OF ZONE 
FOUR 

Transporting the round wheal from 3.2 to 3.5... 

If you planted the seeds in 2,4 you should have trees in 
3.4, You need to break the branches of the trees to form 
a bridge You need the bridge to take the wheel across 
the river. The bridge is also needed in later zones. 

Use the Pterodactyl in Zone One. As you cross the 
river, change zone at the appropriate place SO that you 
drop on to the branches. Repeat for both of the 
branches. You can now take the wheel across the river 
to 3.5. 

HINT: A quicker way of getting the wheel to 3.5 is to 
carry it lo 3-3 and enter the hut. You reappear in the hut 
in 3.5. Now walk up to the square wheel and drop the 
round one. 



CREATION OF ZONE FIVE 

Destroying the Goliath,.. 

Get a powder barrel from 4.5. To avoid the cannonball, 
stand in the middle of the screen in 3.5 and change to 
Zone Four. 

Take the barrel to 4,4 and drop it as close as possible 
to the right-hand side of the bridge. Place a Pod near to 
the barrel and wait for the Goliath to get near to the 
right-hand edge of the bridge. Now transport the flame 
from 1.1 to the barrel to ignite it. This destroys the 
Goliath. 



Revealing the oil's source... 

Take another barrel from 4.5 to 4.1. Drop it next to the 
moving rock (the oil's source \, Place a Pod close to the 
barrel and ignite it to dislodge the moving rock and 
reveal the oil's source. 
You should now have created Zone Five. 
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fSOREAL TOUCAN 




Team Yankee is designed 
io test your leadership 
and tactical skills to the 

quick. You cart display 

in either "quadrant mode' 
where all' four platoons 
may be controlled at once 

f>r 
Full-screen Mode where the 
display homes in on just one 
platoon. 





TEAM YANKEE IS THE DEFINITIVE 
ACTION SIMULATION OF MODERN TANK 
WARFARE. 

"TEAM YANKEE THE CRITIC'S CHOICE- 
AMIGA FORMAT 

* Team Yankee's a real challenge 

* A fascinating exercise in modern war 

* Team Yankee presents a game, in a 
sim's clothing, which when dealing with 
tanks has to be the perfect approach. 

ACE 

* The implementation of Team Yankee is 
superb 

* The blend of thought and reflexes 
required to play Team Yankee is exactly 
right 



You have the flexibility to display 
either an overhead map view of the 1 
surrounding area, a simulated 3-d 
view of the [battlefield, or a status 
screen showing the performance of 
all vehicles in a platoon. Irrespective 
of which screen mode you choose during 
battle, there is a constant column el 
information to the right of the screen. 



to (h» right at the 
i:ciznfM4ESS are 

l« icons which 
represent m* 

VAIiOuS EyfHKK rA 

weeponry avd ilaU e 
in the uni| 

Thr major canotnhtY on 
i' i- qiiiMli 1 1 if m i(: !;-::rH!H!'-. 
is [o aller Ihe iTHWBmnnl 
and Parmjilinli: at any 
ptatoon T he whote of the 
mop may be viewed bi 
once, or you may loom 
<nici jny portion a* the 
battlefield using the icons 

1o ^h* right oP the map 



II NE GUN - which is always »vi"lab** Io the ptay*r 
and has an Infinite' number ol found* 

SMOKE - A imHj*.A erarV»de w+iiCh allaws enemy 

vision to be obscurer! 
MEAT - a high emUoswe anlHank round 
SABOT- in armor-ptercirtB tungsten shell 
. TOW - a hioti-ranaa ann-iank missile 



>T FORMA' 

• Hunting the Re«d 

Bear has never been SO 
| much fun! " You juat wor 
'I be able lo tear yoursel 
away from Team Yankee, 




AMIGA ACTION 

* The tanks have been superbly 
animated, with great attention to detail 
• ThiB haa to be a must for anyone i 



HI A1UUMS tank 



ITirrrr 
HaClULAOIS 

J H2u LQADEM 
JQH2. MACHINE OUlf 

BHHTWB | L 



caubi* 
■mchhc uun 



leoour 
a*srunflmr 

CHGHE 




Cm Fdiie Mdkri&*n Ammo H£ Roud 

tmm r^i.fA.-!,Biiiflri=ki ;.i.«i.. 



STRATEGY PLUS 

• This is a gams and a half ! * The use 
of four screens in one is simply brilliant 
at times its almost like playing on 
four computers at once. * I find 
it hard to fault this game 
1 quickly found my- 
self hooked On a 
genre of game which 
previously held no 
interst. 



'*! II 



' EhKFm»ll 
inugingThis- taatU'e 
| i3b very uataFyl Jgr 

[■denufymg vehicles 
I C^mnu1ltig#4 on Ijhwfr 
1 edge of itiffrs;s 
IContBrv iq popular 
i b»liffl the thermal 

tmogp is. giWl and 

noi red. 



:■.,... i:.j,. 

[M fldCTMMITk-SllfVMfVMiftt. 
■Vdi'U Hk.Virn li ■ 

*"-ik n ')ii«*ni ■.■>" 1 1— ■■>jm»- LIb-ttti'i-- lr-: 

Klkr. kF lid ST kik lnliUUli 

Twa TuLm ThhH.^«u «..n 

iTK-jr-, h... n ir, i:i 




SIMOLiiliON 



4Th*S*i^ne 



lou 

.iTdi*'!; underneath 
the ETA display ah 
VfHi la scroll your 
map in *iny ol the 

1il.il J|:(?Ll,ljll?, 

Deed Stop icon, this 
red icon, cuniiHh y<: ,ir 
nlainnn la tame la a 



In line - planes 



your vehicle* in place* your 



9 line abraeEl 

relai vs to your 
direction. 

Cnliimn - plants 

dead halt when clicked. y Dur .Bhiciefi in a line ahead 

relative 1Q yaur dirncCion 



m 



Fi! 



Echelon right 



vehicles on ■ left 
to right diagonal 
relative to your 
direction 



Engine «rrmlte This 
Will piuvit very 

usuliil in conlusmg 

YU'.l' Hllfrnv lyim 
1 lid yciin.irh in ;i 
l'ylr i:a'n«r 

HuUlion icon mnti 
I cempm drnftlay. 



Zoom. Whai 
■con IS K»IHd 
the central pumun 
or lh* screen is 
irmgnifiad by a 
facier pi 10 

L>»i rang* finder. The range 
(■nder will lock on tu a iariiH:i>™ 
target J ilws 1 r ng cursor is 
placed direct ly gv*r the object 
Wide formation icon. This 
ir>cre$s#5 the spacing 
between vehicles in your 
Hatann ta >0O mhlrt* 

IVerrow formatiafi icon 

Thii reduces ine irvier 
vehicle spacing m your 
platoon la 50 metres. 

V**. b vee forminon 

Echelon banht ■ placei your 
vehicle* an e tighi io left 
diagonal relative va veur 
direction 



1 — Wedge - places your 
vehicles ■ n a wedge 
fwmalwn. 
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STUN 
RUNNER 

Tengen And 
Domark 



STUN Runner 



AMIGA 

PRICE £24.99 

OUT Now I 

GRAPHICS 1 69% | 
SOUND 67% 

PAYABILITY 70% 

VALUE 64% 

OVERALL 

66% 

ATARI ST 

PRICE £24.93 
OUT Now 




RUNNING OVER GREEN STARS Mv« lot* ol 

■hooting later. Collect enough end 1l»y are 
automatically translated Into lite uttlmele STUN 
Hunr*er weapon - a Shoik'wave energy blul- II'* 

■ aaxy m»»* of lethal explosive and H'» 
guaranteed to fct|l, 




IBM PC AND 

COMPATIBLES 
PRICE £29.99 

OUT Now 



COURSES START OUT laughably almpla (on* Of 

two cunraaL increase in complexity lha lurther 
you gat and culminate In the kind ol convoluted 
mae* of Intaraecflng tunrwJa you s*e Pi*#a. Ttika li 
an advanced course; lit also possible to Begin 
racing at Intermediate and novice levels. 



GIVEN THE fHGHT 

conditions *n 

accurate driver can 

alntoit equal the 

spaed ol light. Simply 

position yourself over 

ana of theaa turbo 

bout hoi spols and 

walch your craft 
diaaoJve Into anotnar 
dimanaion. At turbo 

speed in* STUN 

Runner I* capable ol 

pasaing through anlld 

ob|ecl« comprttely 

unnarrinMJ 




Leaving no STUN unturned Kati Hamza 
seeks light at the end of the tunnel. 

IRE YOU TIRED and listless? Hes all the 

[excitement drained from your life? Then why not 
I hurl yourself down ^convoluted tube full of metal 
soldiers at 900 mi I es per hou r wit h a laser wad g ed f i rm ly i n 
your fist,., 

Until recently the only way to get a taste of such hair- 
raising drama was to shove a handful of coins into Atari's 
sit-down arcade machine - a massive 360 pounder nearly 
two metres long. STUN, by the way, is an acronym for 
S pread Tu nne I U nderfl rou n ri Net wo rk, a n d the o bjecti ve of 
t h e STU N s po rtspe rso n is to d i rect a low f r IcHo n craft down 
24 levels of twisting tunnel before the officially allocated 
time limit runs down. 

To achieve this worthy ambition you have to direct your 
pod ultra-efficiently round the tunnel curves, make use of 
bonus pads, avoid obstacles and splatter everything that 
moves. You might even stick around long enough to face 
the Ultimate Challenge, a mysterious initiation ceremony 
reserved for the STUN Runner elite. 



TUNNEL TERRORS 

THE BAD GUYS ARE SMART, tough anil iu I to 
make y«u crash . A couple ol well-aimed 1*a*f 
blast usually bo the trick though really tough 
customers are best lapprnl with a Shockwave. II 
you collide, you lose a shield. 





BEGINNERS NEED NOT tatf shy. The Ural of the 
novice levels if a tutorial session designed to gat 
you uaed Id (he way In* tunnels work. Follow the 
red star* on trie wall surlate tor the las 1**1 
rout*. Tnara'a only on* o*±ie ml*, for optimum 
speed and maximum efficiency rid* the oul*ia* 

of B curve. 



THE TRAIN 

Always (rivals along 
lha base of a tunnel 
and lakes several 
shots to destroy. 



DflONES 

Slow bul nl0'l>n«nt. 

Thay generally 

manoeuvre in group* 

of 1hiee and attempt 

to block your path, 



MAG CYCLES 




Small, minimally 


FLYERS 


armoured vehicles. 


Airborne, last end vary 


Their speed And size 


dangerous, Flyers 


make ihsm diHiuuli 


drop bomb* and 


target*. 


missile* over the IrKk 




and ere vary hard to 


ARMOURED DflONES 


hit. Kill one lor a huge 


An advanced version 


bonus 


f the drone, IT* 




immune to laser lira. 










DECISION TIME... Looming ahead la a lork hi llta tunnel II you studied the 
map you should know exactly which way lo turn. 



1aW|| THE ORIGINAL coin-operated STUN Runner 
i ■ relies on spectacular graphics, impressive 
_ ■ sound and a flashy cabinet rather than 
■■■ gameplay to rake in the cash, Inevitably it's 
the frills that have got lost in conversion and without 
them all you get is a fairly average, repetitive racer. The 
3D is slow, the controls a tad oversensitive, and with 
none of the original's exhilaration and speed to 
compensate the absence of a big anough variety of 
enemies, course designs, weapons and obstacles 
becomes all the m ore obvious , Despite a zi ppy I ittle t u ne r 
sampled speech and an impressively faithful rendering 
of much of its parent's presentation, STUN Runner just 
isn't fast or slick enough to have lone, term appeal for 
anyone other than die-hard tans of the arcade machine, 
Competent it may be but stunning it's not. 



STUN RUNNER should be in your local 
software emporium now. It looks, feels and 
sounds pretty much like the Amiga version 
reviewed here, 

PC STUN Runner comes on 3.5 end 5.25 inch 
d i sks, f eatu res CG A, EGA a n d VG A su pport , 
and AdLib sound compatibility. 







o* 



r\ 



A 



J 






HHIIUIW^WV 



WMISPO 



H 



THE 
ONE 



3ATfOR2ftAl 

i)WS TOE PI 
AGUNTQ] 
SlD, BILLY 
>OTING (J 



EACi 



THEY ARE IN LOVE WITH THE SAME 
LT1MATELY, IN A NAIL BITING CLIMATIC 
ARE GOING TO END UP POINTING GUNS AT ] 
|lH A ONLY ONE CHARACTER CAN WALK AWAI 
' B^END, SHOWDOWN - BUT THAT'S 

WAY OF TH1 

ATARI S" 
CBM AMI GA 

133333333335 






LTD ■ 6 CENTRAL Si Rl 



,- a 



MANCHESTER ■ M2 5NS ■ TEL: 061 832 6633 ■ FAX" 061 834 0650 



JAN 
1991 



60 



THE 



«fflS«s 





ate 



ade 



J^ 



c 



!<#•] 



1 



JAN 

1991 






BJ 



ftflSB^ 



BAT^S 



kytt 



ndl 



in 



Ft 

de g a *H 
.w\ Con 






ioU* 



i^^^LtuJ&J^^^ arcade 

™^rtT**' ""touMtt Core . * 
ul the *° nu , from w ni ,«e3 wl " * 

iLai come rf "'grffc*** 6 J ^ 5T1S 



90^ 

VtA-** 1 ? %» §•» for ft 

4°*° , and e") py ,^ oftw " 
•SW B V»n»" lonB «a»^ePJ wl f 
^^^ctwene^^eof 

«t\ie *hBf* ^ k fot just a ^ 

^ Super Di j ^_, 

, c^n ^ e a de gam? * ?atY g a 

fee. ■**£.«*•* ma 

and i^ at S 

S.-^^^* aP « a «e 



addictive 
arcade P 

Corp- A 
ve a^d 

T efle* e1i 
yoU^ ai 

h8 tf-chl 
o*etbl 




+ 61 






JANUARY 1991 



THE ONE 



Gary 

Whitta 

teams up 

with Rick's 

creator, 

Simon 

Phipps, to 

tell you 

how to be 

dangerous 

on Level 

Three: The 

Forests Of 

Vegetablia. 



Rick Dangerous II 





ICK ATTEMPTS TO 

TELEPORT directly to the Fat 
l Man's headquarters,., but he 
fails, and instead arrives deep in the 
forest kingdoms of Vegetablia... 

Walk to the right and jump onto the 
first platform to kill the first guard with 
the rolling boulder. Drop down and let 
the boulder roll safely past before 
climbing to the top of the long ladder 
When you reach the tqp r climb the log 
directly above you, collect the idol 
bonus and shoot the guard when he 
comes dowrv 

Cli m b t a the top and crawl to t h e left to 
avoid the spitting plant Jump onto and 
cli m b the short I adder, hit t h e wa I twitch 
to the left to ret ract the s pike trap , t h e n 
walk and jump onto the right-hand 
platform. Jump up,shoot the guard and 
climb the ladder, then walk to the left, 
jump up to collect the dynamite and kill 
the guard on the platform above. Jump 
up a n d rig ht to tri gg e r t he s pitti ng pla nt 
(which kills the guard for you), then 
jump onto and climb upthe right-hand 
ladder. Hit the wall-switch and jump on 
the hover-platform when it arrives. At 
the top, jump to the left and kill the 
guard. Drop down, avoiding the fading 
branch, and exit to the left. 

Jump on the hover-platform end 
shoot the guard at the top. Walk left, 
climb the ladder and shoot the next 
guard. Use the springy platform to 
bounce onto the platform above kill 
the guard there and hit the wall-switch 
to retract the spike trap. Drop off and 
bounce up onto the right-hand plat- 
form. Climb up the ladder, avoiding the 
rolling boulder and falling branch and 
walk to the left. Jump onto the 
protruding branch and then onto the 
platform above, Climb the ladder, 
shootthe guard at the tap and jump left 





to collect the ammunition Jump back 
to the right, leap over the deadly 
snapping plant and exit to the right. 
Jump to the right, across the floor, 
and shoot the guard when he getstot he 
botto m of t h e ladder, J um p to tn e ri ght 
again and climb The ladder to the top. 
Shoot the guard and jump to the left, 
over the gap, Jump to the left again and 
climb the tall ladder to the top. Hit the 
wall-switch, jump onto the platform 
above and crawl to the rig ht to avoid the 
spitting plant. Fall off the end and walk 
to the right to collect the 600 bonus. 
Ju mp back o n lo the left-hand I edge and 
then jump to the right to the other 
platform. Jump up to the platform 
above, then jump 
to the left and hit 
the switch in the 
left-hand wall. 
Shoot the guard 
when he comes 
down andtake the 
hover-platform to 





the top. Collect the dynamite bonus and 
exit right. 

Jump up to collect the ammunition 
bonus, and crawl to the right to avoid 

t h e &pitt i ng plant a n d f al i i ng leaf , C I i mb 
the short ladder and exit to the right. 
Jump over all three falling logs and exit 
to the right. For the next set, crouch 
down for the first five, advancing 
slightly between each one. After the 
fifth log falls, crawl all the way to the 
right and exit. 

Jump up twice and use a laser shot to 
kill the guard. Walktothe right to trigger 
the falling leaf which kills the guard 
below. Jumptotheright,shootthethird 
guard and hit the wall-switch. Drop 
down, collect the hidden 500 bonus and 
exit to the right. Step out 4a platform 
appears over the gap! to trigger the 
falling leaf, then quickly step back in to 
avoid it. Jump over both snapping 
plants and exit to the right, 

Step out and jump to the right, Each 



time you 'land' a hidden platform 
appears. Jump to the right again, shoot 
the guard and climb down the log. 
avoiding the falling leaf. Drop down 
from the short ladder, shoot the guard, 
walk to the right and make your way 
down to the bottom. Dynamite both 
spike traps and crawl through the 
passageway, Dropdown, pushing right 
to avoid the spikes below, then jump to 
the right TWICE and hit the wall-switch 
to re I ease the f loo r section below. Drop 
through the hole (the spikes disappear) 
and climb down the ladder. Drop onto 
the hover-platform, and drop off it into 
thn gap in the bed of spikes, Climbdown 
the ladder, jump to the right, hit the 
wall-switch and fall through the gap in 
the floor. 

Drop down onto the grass knoll and 
slide- bomb the 
monster below. 
Use the hidden 
platforms to get 
to the left-hand 
side of the screen 
thenclimbupand 
collect the idol 
bonus. Drop 

down onto the 
logs below and 
kill the monster 
when he climbs 
up towards you. 
Now drop down 
to the floor and 
walk to the right, 
Avoid the rolling boulder and exit. 
QU I CKLY wal k to th e rig ht a nd d im b 
down the short ladder under the 
boulder to get the ammunition bonus, 
Climb down and drop off the second 
ladder to get the bonus dynamite then 
use the springy platform to bounce 
back up lo the top. Drop down the right- 
hand side to the very bottom (the spikes 
disappear) andslide- bomb the monster 
below. Drop down and kill the second 
monster. Now drop to the left to the 
bottom. Kill all three monsters then 
drop down and exit to the right, 
avoiding the falling stones as you go, to 
complete the level. 




NEXT MONTH! 

THE ATOMIC MUD 
MINES! 
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THE ONE 



CYBERCON III BLOOD MONEY 



A COMPLETE solution to The One's 

playable preview, as supplied by The 

Assembly Line... 

1} Go lo the chamber with ths- white 

tower. 

21 Pass through the black door with 

the violet tower, and go through the 

green room. 

3) Take the door to the long blue 

corridor and then go to the room at 

the end, 

4} Take the door from that room to 

the pink ledge outside. 

51 Walk along this ledge and around 

I ho corner. 

6) Walk up to the rotating green 
tetrahedron - you will receive a 
GREEN TRIANGLE icon and an 
associated tone. 

7) Return by the same route to the 
room with the white tower. 

S\ Take the green door lo the red 
room with a blue pit at its centre. 

9) Walk round the edge of this pit to 
the yellow lift door. 

10) Summon the lift using the 
symbol inscribed on the wall behind 
it (on SK). 

1 1 ) Enter the lift and use the top row 
of symbols to go up. The bottom row 
is used to take you down, 

121 Go down and then take the 
tunnel to the large blue room. 

13) Take the other door out of this to 
another blue room, 

14) Take the door opposite into a 
room with two spikes in it. 

15) Leave this via the pink porch. 

16) Take the door on the right, Go 
down the tunnels until you see a 
rotating green cube approach this 
closely to get a GREEN SQUARE. 

17) Return along the same route to 
the lift. 

18) Take the lift up to the red room 
and then return to the room with the 
white tgwer. 

19) Leave by the red door on the 
same wall as the green one. 

20) Keep going until you reach a 
chasm partially spanned by two 
bridge sections, 

21) Run and jump over from one 
bridge section to the other, 

221 Take the door on the right - pass 
through it. Go on until you reach a 
room with a huge column. 

23) Type Out the code sequence on 
the wall to open the trapdoor. 

24) Jump down through the trapdoor 
into the red room. 

25) Approach the rotating 
icosahedron to get a GREEN CIRCLE. 

26) Return to the room with the 
bridge sections. 

27) Take the other door until you 
reach a room with a large door with 
a spiral on it. 

28} Open this door by typing the 
code sequence inscribed on the wall 
beside it. 

29) Pass through this door into the 
'TV Hoom'. 

CONGRATULATIONS: YOU HAVE 
SOLVED THIS PUZZLE! 

30) Hit keys 'V to 0' to get the 
camera views of the complex Use 
the joystick to control the camera 
views. 



BAD NEWS for Amiga owners - there 
isn't a cheai mode for your version. 
Atari ST people on the other hand are in 
luck.,. On the OPTIONS SCREEN press 
F4 for IMPATIENT then quickly press 
the r S' key, The screen should stay 
black. Now type in the remainder of the 
phrase SPONDULIX FORPM [you have 
already entered the first letter). Each 
time a key press is accepted the border 
colour will change slightly (don't forget 
to include the spaces}. During play hit 
the HELP key to toggle the cheat mode 
on and off You can still lose energy and 
d i a b ut yo u h ave i nf i nite I ives. The c h eat 
mode is automatically off each time you 
start a new level. 

The following keys on the keypad 
also perform special functions... 

1 More Dosh For Player One 

2 More Dosh For Player Two 

4 Player One Enters The Shop 

5 Player Two Enters The Shop 
DELETE Move To The Next Level 
(Provided You Have Enough Doshl 



QUIT DRAGON 
YOUR HEELS 

ANYONE still slumped by the Atari ST 
version of Dragon's Lair would do well 
to heed this ad vice... On the title screen 
press '0' to begin play, then press 
RETURN and type G O D I H K Q O (but 
that's not including spaces). The cheat 
mode should now be active, 

DRAGON BREED 

ACTI VISION'S serpentine shoot 'em up 

can get a little tricky from time to time, 
especially when you are facing a Boss 
guardian. So, Atari ST owners, why not 
hold down the left-hand mouse button 
and press the HELP and UNDO keys 
when the Boss for each level is loading 
in. You should see the screen flash 
purple and then you will find that you 
can't be destroyed. 

SNOW 
PROBLEM! 



HERE'S A USEFUL TIP for Midwinter 
addicts who are having trouble winn- 
ing. The random element of Midwinter 
is not really random at all - its initial 
configuration is based on the position 
of the mouse pointer on the title screen 
when you begin. By clicking on exactly 
the same point each time you play (for 
exa m p I e the to p-lef t hand corner of t h e 
screen! the starting positions of the 
characters will always be the same? 

There's also a glitch which sharp- 
eyed players may have noticed. 
Somewhere there is a village, which is 
perched on a cliff-top but which actually 
floats in the sea! Don't despair if you 
find it - it can still be blown up. 



At last, 
Phimon 
Sipp' 
completes 
his guide 
to getting 
the most 
out of his 

own 
creation. 
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GUM8Y HAS FOUND his body again and remains 
upright for most of this level (except for the odd 
bonus screen). Give plenty of thought to the cheese 
block puzzles as with Level Two, don't shool away any 
cheese without con sideri ng first whether it can be used as a 
step up to a sneaki ly placed SPAM bonu s. Try pu II ing down 
on Ihe joystick when you are over the large steel pipes - 
some lead to bonus screens. 

This is also the only level with conveyor belts on it. 
Conveyors not only affect Gumby but the adversaries too, 
so they may be used loyouradvantageshouldan adversary 
be trying to move towards Gumby against the direction of a 
conveyor. 
Oh yes, and watch out for falling pigs,.. 



CRUSHERS Ir4 Invulnerable. Crushers crush 
llUngi. Including, Gumby, eo if a good Idea to 
carefully lime your progr-aaa pasl these, particularly 
In* onea Hurt appear around the conveyor ball 
■actions, 

SPOTS generally gel in the way. Jutl don'l do 

ftnytmnflslupidillsesllawyoursrtllobedraggrtinto 
rhem by a conveyor bell... 

POINTS 400 

HITS 6 

THE STUPID PRINC E explodes into not only 4 SPAM 
bonus but also into a lood bonua. Trajectory ahola 
lira from hi* lace, no watch out for (how, eh, AH 
movement and ou llet lirlng is regular *0 W a akmply a 
mitts' or lining your time, leaping over bullets, 
using background aa covet and beating seven bails 
ol whatever oul of him... 

POINTS tOOO 

HrTS 16 

KILLER CARS lall Irom Ihelr fixed points when 

Gumby closes In do them . They may be leaped ever 
(tricky) or shol ■* lh*y bead lor Gumby. They y laid ■ 
lorrt tai>" us « nen destroyed, so Ihe more thai can be 
dealt with with a tiah Ihe better 
POINTS 600 

HITS * 

SPINY NORMAN hurls hammers for some strung" 
reason. Ol course, Ihia homicidal hedgehog also 
chucki out trajectory bullets. To deal with Norman 
it's very much m maflar oi playing his attacki by 
moving up and down lha leH-hend Heps, leaping, 
trajectory bul lets si they he*d lur Gumby arvd letti ng 
loose a nth whan it's possible. 
POINTS 1000 

HITS 19 

BUNNIES are invincible. They mov* In a very similar 
manner to Level Two's Squelchy Heads, regularly 
bouncing left and rlghl peraboHcally. To gat past 
Ihem run under their *'c - just dom try chucking a 
Irari el ih*m, it gets you nowhere. 

BUNCHES OF FIOWEFI 5 are also invulnerable. They 

explode In a similar manner lo Level Two'* Contused 
Cats. Make the Mowers eiptode by gefling close. 
Ihen leap over Ihe spray ol bits "hat are fired. Of 
tou rta, finding th* room lo leap up ortthalr taction la 
a twl tricky, but nut iropoaalble - provided you are 
cerelul. 

CAMP SOLDIERS ant basically cannon lodder . Evan 

so, don'l advance until you are fur* you have 

managed to Blast sultldent number* ol them away 

first 

POINTS ZOO 

HITS 1 

THE SERGEANT MAJOR i* tricky. Ho hints hare, 
except Ihat, yet, it it possible to do him in without 
taking a -single hit. Draw his lire end hurl Ihoae 

halibut' 

POINTS 1M» 

HITS * 

IT "5 THE SPANISH INQUISITION 1 Wnll. whal did you 
eipectv Armed wild a eomty chair, 1his guy's no 
picnic, As lur 1 ip», sa&thoso lor Ihe Sergeant Major , 
POINTS 1000 

HrfS 40' 







V* In 



ETH NED 




If Gumby has enough brains he hearis straight for the world 
of finance to pursue his career in chartered accountancy, 

Otherwise well, that wouidbagiuing it all away. Suffice i( 
to say there h ave bee n m o re 1 ha n a few frog sig ht i ngs at lh e 
end of the game. You have been warned... 
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ATARI ST > 

Damodea E19.99 

Rood £10Jt 

Impenurn ElOJt 

MaaeFty £19.99 

Baffle Command £19,» 

ad Midrupl Resistance £19.99 

Murder .....E16J0 

■1 Midwinter £l9-tt 

~F29Ramalflr _ C19.99 

CaatMMaMar.,,,,, £16,99 • 

Rotoi .„ El0.1t 

SmCily _ £24.90 

Warhead , £19 OS 

aJTunxan £19.99 

^F-l&StaaliriFnWef £24.99 

itietostPatraT. £16,09 * 

GnMy , ElOJt 

Kk*0«2 E19.lt * 

HBttBem ElOJt 

F«fconl*S5«nOsk2 E1699 

Killing Game Show- £19,1 

Coiporalion.. .,., £19.00 

Baffle Mas** ElOJt 

Loom £24.99 * 

Shadowo+lhe Beast £19,99 

BAT £24 99 « 

Marty Python £19.00 

The* FinestHour ,.,., E24J0 

ATF2 C19 99 

ACE £16.99 

BaffleolBritan £19.90 

Ortdd £l«Jt 

James Pond Urafciniialer 

Agent £19.99 

N^MbrMd £19.09 

Cparaaonhkarner E16.M 

Rotocop? E19J0 

Bogus Trooper £19.00 

9ylpy$K*tf Age* *l9Jfl 

Teenage Mutant Hefo 

• Turbas - £24.00 

Bad(loth«»i=utirt2 E19 M 

Betrayal £34.99 

, PwwsrnionojBf £14.99 

•| IT uunflfrpmltie Desert £19 99 

WngsQustH £24.99 

Shadow Wamors £16.99 

FheKDfmeniwZ £19.00 

Pipe Una £19.99 

Kybos £16,09 

LafflwCVerS.O £111.00 



IBM PC 

PoacaQuest? £19-99 

MlTarrtFlatcion £34.99 

Operator. Stealth E24.W 

AKSTankKi** EMM 

Backlo the Future 2 £19,99 

Bafflaof&nlain £29-99 

btmCamnana £19.99 

Baffle Maslw £19,99 

Betrayal £29-99 

Cadaver £19.99. 

Castle Mastar £19.99 

CwituriDri-DelsndcfolRorrw . £24-99 

Dtyiol Thunder £lM( 

Die Hard E19J9 

EMi ...... £19,91 

F-18S»eatlhFigritot EM.99 

ri5Strik.*Eagifc? £29.99 

Flight of the Intruder £34,99 

Gn*nkns2 £t9.9fl 

IntesUturi £19,99 

Intwpnase £24.99 

rtcarnolhJrnlhaD«art £24-99 



r <v 



Mi;rOMiits ' . 2 V*} 1 -I' 

IWQx* E**DflW j >^ 1 

f 0* WML ITT I >^ ^Jkl 

Elmi^O)i*>5lfl E»n^S*n I .?\ *^> , 

nig Huh fBl iwaimm *"arrinl)- E<n.}Q^ 



IBM Compatibles 

' GoM Sllr S5 1 po n*irti 3Q Mgibyta 

HlidDllk 1T«IM 

HOW 51u CSMMT fTHjM 

(** Sin GS2MAT IITM* 

Canmodori PC lOBO Slirlar Pack iHW 

CoawdaiKHiaiMe) ITttJ* 

Mfcir till iDf:- 55500, <QM*gH[>> ILIMuOt 



ATARI 

1G40STE Extrapack, 1Q4QSTE Midtpack 

1Q4QST£Superpack 
£469-00, w1h Megapack 1 of 2 £499.00 



AMIGA 500 SCREEN GEMS 

Including Days of Thunder Back to 
the Future II, Nightbreed, Shadow of 
the Beast II, Deluxe Paint II, includes 
TV Modulator and Workbench 1.3 

£369 or £399 

with WegaPack 1 or 2 

AtarI 526 sre 



TURBOPACK 

Including lal base STOS, 
Hyporp*ii<l II. M(i«»»hh 
Indiana -Jonei an,j ih» 
Ljjl Crusade. ImfrtJiioH 
Misnon l| plu> 

MQnK wUHul 

£169 «- £399 

with Mea iPicfc 1 or 2 



ATARI 520STFM 
DISCOVERY RACK 

Including Alan 5205 TFM 
Computet 1Mb OisA Drive. 

Mouse, suiil mil/ Modulator 

£269 * £299 

with Heg»P*ck 1 or 2 



V/SA 



AMIGA 500 CLASS OF THE 90's 

£529 or £599 

wrth M<rf iPact 1 or 2 

CLASS OF SO'i 1ST STEPS 

1 Megabyte! 

£549 or £579 

. latarfaca Mag ahch 1 er . 
ALL PRICES INC. 

VAT, 

if L* Happy New Year to all ?> 
zr^ ^i tenders of The One! A 



AMIGA 



Damocl ae 

Flood , 

FunSdwol 

OrwJd 

Corporation 

Bscfc(ntfHFulLjf*2 

Baffle Command 

ShadowafltoBsasl2. 

BAT 

Cadaver „.. 

Gr*mlins2 

Flippit* Uag/iosfl 

F-l9Stoalth hiflhtm 

K«*.Otf2 

ProleklVSO 

LflOijl „„„.„.,.„„.„„, 

Mi TaflhPWoort 

Robocop 2 .— ^.-- ,. 

Rota 

ATF2 ..-.-„ 

ACE 

WidnHht Resistance . , 

NavySE.A.L.S 

Nighttiraed 

OpsralionSlealth 

fHjwefmong*r 

The Lost Patrol 

Ultima& 

Venus 

WalltTO „. 

Monty Python 

Wings 

Taenage Mutanl Hens 

TurtfcH. 

S^SpySaaielAfleia 

Magic Fly 

Their Finafl Hour 

TotalRacall 

Pipe Mania 

RickP»nnwoua2 

RoouaTroopef 

Midwinter , 

li 



Imwnum . 

Killing G 



lingGameShew 

NngsCBH«l4 

Lftisur«SutLB7ry3 

Kvbos 

Chuck Yeager 

Escape from to Planet of Ihe 

Robot Memtar* 

F-29Rataial)0f 

MidHntadaceW.SArV 

BBCEmuLalor 



£14.69 
119,99 
tl«J» 

£ie.M 

£19,99 _ 

£19.99 * 

£1999 

£29,99 

£24 JO. 

E1909 • 

£19.99 

£1*99 

£24.9* _ 

£19.99 • 

CALU 

£34,00* 

E24.M 

£19.99 * 

£19J0 

£19.99 

£16,09 

£24.09 

£19 99 

£19 99 

£19,99 

£24 JO* 

£19 99 

£24,09|« 
£161 
£24 99|« 
£19,1 
£24.0014 

E2+99 I 

£19.09 

C19 99 , 

E24J99 

£19.09 a. 

£i*J* ^ 

£19 99 

£19.99 

£19 99 

£19 99 

£19.99 

£29-99 

C29.99 

£11.99 

£19.99 

£16.99 
£19.99 
£24.99 

£38.99 



IBM PC 

(Contd.) 



Loom .... 



Operation Slaalth 

Pips-Mania 

Populous 

Running Man ...,.„.„„„. . 

S*BrtiSwviM2 

San Cay 

Teenage Mutant Hero 

Turtles „„ 

Their Faies Hour 

UMS2 



£29.99 
£1999 

^Sl 

£19-99 
£19.99 
£19.99 
£29.99 
£24.99 

E24J99 

£24.99 
£19.99 



WE LIST OVER 400 PC TITLES 
SEND FOfl rtXJR CATALOGUE MOW' 



MEGAPftCK 1 

10 Blank Disks, Disk Box 
Mouse Mai, Dust Cover 

5 Myster/ Games 
WORTH OVER £120! 



MEGAPftCK 2 

5 Blank Disks, Disk Box 

Mouse Mat, Dust Cover 

Joystick, 5 Mystery Games 

WORTH OVER £120! 



/ 



6 * * * & A COMPETITIONS **** * 

DO tOU TH4«K VQU CAM HSiQN tHTTFHU) THAN TrtS? C1M TCjUHh 1 
»#WK-iou tuf *MY tutad I» J ii»i j tj Unrn v aem INTERFACE, yen ** H fll I an tilpUm «*i fai pjdB 
TOU COULD W1H- AMAMtQAMC 

Mtuni'-.ii rta-m'ncoMrt-eTr-iTHAiji" 

AUQHITOfl SNTfi*SL«IITHiTOll»eBC«ttH 

THE TOP TEN OWES 



O 



f PfMHTBW 

■aatesniSPWE 

CAmti 1200 «* fiat Surav 

f** tmm 

Cawi iMC w*i ftm Cctow 

«& - EMM 

cannSwaiiwatiCaiouiu b*m 

^JUX CWNTtHS INCiJLiO£ VAT 
^ ANDFHEE LiAHLt! 



IWONITORS 
pMiimau) £141.00 

Gommodofi I0HS . EIMjOO 

«inSCl2?< 119900 

*(an5Mi^Mofw 

ComnB*f«l9MMulliiijr C**tat> 

iJu*Jik-iMSHj;Mu«i*tkf, £4tejH 

Ml Mkniitori to c-lWl, 

piHH )E|[« *Mch machine 



DISK DRIVES \ 

Cumin, ?,u JM Amy* tJSDO 
Ponnjrdrh* Amtgi . Ut.H 
tanu AS90 Jtt Vtg w«n lm 
■dAhuiI .. tSH.OB 

:wnini£S*3S'*uri IT*.M 

ftnmmrhriir . .. £l«00 



I I I I t I 9 t I « a i W I ,T 



o 



D»iivary: Courier Service available (add £500) > 

Warranty:- Full 12 month Warranty on all Hardware 

(all equipment tested prior to despatch} 
Technical Support- If you have a problem call us on 061-431 4091 

U ttfan IBlJjM H IfMM mft nitaai) MH9JH mum *• rt»*(1trta*t»*f 
V umamai any «ff» ■Whxi I priot noOea. J 



f ToOrder: N 

By Phone Call our Sales Team on 081-431 44HM MQWI 

9am till 5pm. Answering Machine service available. 
Or writi: Interface Software 

PO Box 1 00 Enclosing a cheque/PO with details 

Stockport to Interlace Software 

Cheshire SK4 2 DP 
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ACCESS/VISA 
HOTLINE 
0273 746467 







ATARI ST 



ArmoLir-Gcsddcm 

A.T.F. 2 

Back It] the Fulure 2 

Badlands 
Battle Master 
Battle of Britain 
Cadaver 

Capliva 
Carthage 

Champion of flaj 

Corporation 

Damocles 

Damocles Mission Disk 1 

Days of Thunder 

F19 Stealth Fighter 

FZ9 fteldlulur 

Falcon Mission Disk 2 

Final Rattle 

f luoJ 

Hard Drivin 2 

Indianapolis 50C 

Int. Soccer ChjUungu 

International 3D Tennis 

It Came 1 From the Desert 

Jamas Pond 

Kit* Oft 2 

Last Ninja 2 

Legend of the Lost 

ManiK 

Midnight fte-sislancu 




N.A.R.C. 

Nitro 

Operation Stealth 

Oriental Games 
Power Pack 

ftobaCop 2 

Rick Dangerous II 
Sharlmw of the Beast 
Shadow Warriors 

Simulcra 
SSy Spy 
Specdbaii 2 
Spellbound 
Supremacy 

Teenage Mutant Turtles 

Test Drive II 

The Ultimate Ride 

The Spy Who Loved Me 

TNT (Teneen Comp.l 

ToJvafc 

Total Recall 

Trivial Pursuit 

Ultimate Golf 

UMS2 

Venus - The Flytrap 

Voodt) Nightmare 

Warhead 

Wheels of Fire 

Wolf Pack 



HAPPY NEW YEAR TO ALL OUR CUSTOMERS 

SPECIAL NEW YEAR OFFERS 



RRP OUR 



1 



24.99 
74m 
24.99 
2499 

m. ay 

29.99 
34.99 

24.99 
19.99 
34.99 
2499 

?4.m 

9.99 
24.99 
2999 

24.99 
1999 
34 99 
34.99 
24 99 
74.99 
24.99 
24 99 
74.99 
24.99 
19.99 
74 99 
24 99 
2489 
19.99 



15.90 
15.10 
lb.EH) 
1590 
15.90 
19.1& 
15.90 
15.90 
12 90 
15.90 
15.90 

v:, !)c 

7.99 
15-90 
19.15 
15.90 
12.90 
15.90 
lb» 
15.90 
15.90 
16.90 
15.90 
15.90 
15,90 
13.90 
15.90 
15,90 
15.90 
13.90 




24 99 

19,99 
24.98 
74.99 
2499 
34.99 
24.99 
24.99 
19-99 
24.99 

2AM 
19.99 
^y.iJ9 
24.99 

?4.m 

24 99 

?4.99 
7H.HS 
24,99 
24.99 
19.99 
?4.99 
2St.H9 
19.99 
24 J9 
24,99 
29.99 
29.99 



15.90 
12,90 
15.90 
15.90 
15,90 
15.90 
15,90 
15,90 
12.90 
15,90 
12.90 
15.90 
17.90 
19.90 
15 90 

ir= rxi 

15.90 
15.90 
19.90 
1?,!>n 
i ban 
12,90 
1 !:. rw 
19.15 
12,90 
15.90 
15.90 
19.90 
19.15 



ALL ORDERS $ENT BY 
FIRST CLASS POST 
WITHIN 24 HOURS 

I Sub,ec t to availability] 
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Armour Geddon 

658 Attack Submarine 

Action Stations 

AMOS - The Creator 

A.T.F. 2 

Awesome 

Back to the Future 2 

Badlands 

Battlemister 

Beast 2 

Cadavar 

Carthage 

Chass Simulator 

Champions of Raj 

Chaos Strikes Back (1MB) 

Corporation 

Days of Thunder 

F19 Stealth Fighter 

F29 R&taliator 

Falcon Mission Disk 2 

Hi pit i Mag nose 

Flood 

Hard Drivin 2 

Hern's Quest 

Indianapolis 500 

Int. Soccer Challenge- 

James Pond 

Kick. Of! 2 ial so 1M R gl 

Killing Cloud 

Killing Game Show 

Life & Death 

Ml Tank Platoon 

Midnight Resistance 

N.ARC 

Nr. Hi".' i 

Nitro 
Obit js 
Operation Stealth 

Over Trie Net 

Plotting 

Pools of Radiance (1MB) 

Power Pack 

Rick Dangerous II 

RoboCop 2 

Shadow Warriors 

Sly Spy 

Speed ball II 

Spellbound 

S.T.U.N. Runner 

Supremacy 

Teenage Mutant Turtles 

The Spy Who Loved Me 

The Ultimate Ride 

TNT (Tengeri Comp,) 

Torvak 

Total Recall 

Ultimate Golf 

Ultima V 

UMS2 

Venus - The Flytrap 

Voodoo Nightmare 

Wheels of Fire 

Wo If pack 11 Meg I 

Wings 51 2 K 

Wings (1MB I 




24 99 
24.99 
2999 

49.99 
24 99 
34.99 
24 99 
74.99 
29.99 
34,99 
24.9S 
24,99 
249S 
24.99 
24.99 
?4.!lfl 
24.99 
24.99 
24 99 
Ifl 99 
24.99 
34 99 
24.99 
34 99 
74.99 
24.99 
24 99 
19.99 
24,99 
24,99 
24.99 
29.99 
24.99 
24.99 
24,99 
24.99 
24.99 
24,99 
?4!W 
24.99 
20.88 
24 99 
24.99 
2499 
^■■199 

24.99 

19 39 
?4 m 
29.99 
24 99 
24.99 
24 99 

3fl -:19 

24.99 
24 \n 

'J 4m 

29,99 

2999 
19.99 
24,99 
29 99 
29 99 
24.99 
28 99 



15.90 
IS. 90 
19,15 
34 95 
15.90. 
25.99 
15,90 
15.90 
19.15 
22,76 
15 90 
15,90 
15 90 
15.90 
15.90 
15.90 
15.90 
19 15 
15-90 
15.90 
16,90 
15-90 
15.90 
22.50 
15.90 
15,90 
15.90 
13.90 
15.90 
15.90 
16.90 
19.15 

ir>.rtD 

15.90 
15,90 
15.90 
22.95 
15.90 
1690 
15.90 
19-15 
15.90 
16.90 
15.90 
15.90 
1S.90 
15.90 
12,90 
15.90 
19.16 
15,90 
15.90 
19,15 
1 9. 1 !j 
lb.9<J 
15,90 
I5.9U 
19.15 
19.15 
1290 
1590 
19 15 
1915 
15.90 
19.15 



3.5 DS/DD DISKS 

High Quality Unbranded 

Fully Guaranteed 

inc. labels 

*10- £4.75 
50- £21.00 
100- £39.95 
500- £174.95 




AMIGA 51 2K 
EXPANSION 

£37,50 with clock 
€32,50 without clock 

* Simply plugs into Amiga A500 

* Memory enable/disable 
switch 

* Compact (only 4 F ASTRA MS) 

* Fully compatible + 
guaranteed 



3.5" EXTERNAL DISK DRIVE 1 


* Double sided 


* Quality drive mechanism 


* On /Off switch 


* Fully compatible + 


guaranteed 


AMIGAC59.50 ATARI ST £6 6. 50 



A500 Dust Cover 
Mouse Mat *jjj£ 



£3.25 
£2.75 
3.5 DiskCleaner £2.96 
DiskBox(holdslO) £2.25 
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AMOUNT 
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HE ONE BEST BYTE ORDER FORM 

Cust. No. (if known).,,.,., PaymantCheque/PO./ Access/Visa 

Name , , ., ,. .,., 

Address , , ,. 



Card No: ,..,, ,„„,,„ Expiry Date: 



* 




To order send this form with paymeni payable to '8est Byte' or phone our credit card hotline 0273 746467 
Mail Order only. Prices include 1st Class Postage, Packing and VAT. Overseas orders add £5.00 per item 
BEST BYTE tPcpt ONE 28), 48 NEVILl AVENUE, HOVE, E SUSSEX BN3 7NA 




VISA 



• BEST PRICES * BEST SERVICE * BEST BYTE! * • BEST PRICES * BEST SERVICE + BEST BYTE ! * 
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CUT OUT A N l~J KEEP 



advert 




^ If you plan to use your 
■p computer to escape from the 
**^ relatives, avoid the repeats on 

the telly, or just relax over the 
festive season, you'll be helped by 
knowing which software is worth your 
time and money. 

So how do you telt a Christmas 
'Turkey" from the year's vintage 
offerings ? 

Jb ^- 'Tis the season to be jolly.. ..and also 
■p the season in which we suffer from 
**\ excess; one Sherry or Mince Pie too 
many; thai snog under the mistletoe 
with your best-friends 



F1 9 Stealth Fighter 

Midwinter ,. 

Rick Dangerous II.,, 
Silent Service II,,...,, 

Tower ol Babe! 

Simulcra 



Label 

.MicroProse. 
....Rainbird... 
.MicroStyle. 
, MicroProse, 
....Rainbird ... 
..MicroStyle,. 



Amiga 

% 

91.00... 

...91,00.., 

87.04... 



IBM PC 
% 

,.,.92.00 
,,..93.90 



A whole host of other MicroProse game's have also scored high average marks, including 

Railroad Tycoon (IBM) - 93,65%, Carrier Command (IBM) ■ 99,13%, 

and Stunt Car Racer (Amiga) 90.05%. 




ugly tittle sister; actually enjoying the 
Christmas number 1 record; and looking 
pleased as you receive another pair of 
socks from granny. 

Christmas sometimes brings cul the 
worst in people, and often brings out the 
worst in software, as the 
shops get crammed with 
games which are poor film 
licence conversions, and 
rehashed compilations of 
five year old "classics", 
Disappointment is often the 
result for senous software 
users; Cow-a-dunga, 
Roboflop 1 7, Terminal 
Relapse, SLUM. Runner; 
popular for the twelve days 
of Christmas, but likely to 
leave you as cold as 
Boxing Day's Turkey for 
the rest of the year. 
What of the year's 
vintage offerings ? Which 
games have set the 
software shelves alight 
throughout 1990' Which 
publishers offer you the 
best of times every 
month of the year ? 

The Proof of the 
Pudding... 

1p Every computer 
^, magazine takes 
a keen interest in 
the quality of games 



published. Every edition is packed with 
reviews, comments, and marks out of ten, 
aimed at making your choice easier. Some 
magazines cover specific computers, others 
a range ot computers, and some every 
computer. But they all know one thing; How 
to spot a great game, 

One of the UK's leading magazines, 
"A.C.E. ", keeps a monthly check on the 
marks scored in all the reviews in all of the 
magazines, to see which publishers' 
products are receiving acclaim everywhere. 
The results make interesting reading. 

The graph shows the average review 
mark scored, from Aug - Dec 1990, in all 
magazines, for live top publishers, 
(Source - Ace Siockmarket). 



'The conclusion to be 
drawn is that MicroProse 
games provide consistent 

quality, value, and 
enjoyment a// year round. " 



The clear winners are MicroProse, 

proving to be the most consistent Of the 
publishers surveyed. A list of average 
marks received by six of their games 
(remember this is across alt UK mags) are 
shown above. All the games rank highly. 

Over the page you'ltsee why.,. 
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J|^ Eleven programmers and 
Jp researchers worked for four 
^ man years to produce the 
masterpiece billed as "The 
Strategy Game of the Decade 11 . 
The reviewers held their breath and 
then gasped in amazement 
they saw.... 

"Many games are billed as 
'revolutionary', but Midwinter is probably the 
closest you are going to get to the title. 
Although! the presentation is superb, it is the 
superb gameplay that sets it apart from 
other 'classics'. Although your task is to 
destroy the evil General Masters, the 
gameplay allows you to perform the task in 
whatever manner you deem appropriate. As 
you put together a strong team with varying 
skills that actually have a bearing on the 
game, any method can be used to 
Masters. Couple this with four modes of 
transport, numerous missions, and an 
involving storyline, you have a game that 
really does live up to its classification." ST 
Action May 90 

Midwinter has convinced me for the first 
time ever that a game can be really clever 
and incredibly playable. It's an absolutely 
phenomenal game and there are no 



phenomenal game and there are no 
reasons not to buy it, Absolutely stunning. 
Zero March 90 

"A landmark in computer entertainment. 
The One Feb 90 



"Undoubtedly 
set to be a classic' 
March 90 

"The most atmospheric, utterly 
magnificent game I've played, and will play, 
all year; ZZAP ! April 90 

Midwinter tells the story of one islands 
struggle for survival in a new Ice-Age. Its 
Gallup chart history is one of triumph - 
another Number 1. For one hell of a Cool 
Yule, pit your wits against Midwinter from • 
R ainbird this C h ristmas. ^ 



HE ONE CiVG ZERO 51 FORMAT ZZAP! ACE 




TOTAL COMPUTER EN~f-HlA.INMENT 



MA, it's 30 feel wide, 59 
Jp feet long and has 
^ an almost invisible 
radar signature. Its 
the plane that the US Air 
Force won't talk about - 
but when MicroProse 
revealed it to the world, the 
reviewers spilt the beans 
about the F-1 9 Stealth Fighter. 

"Fast smooth and technically 
sophisticated. The game's major advantage 
Ig its tactical scope. The four mission, 
territories, cold war, conventional and 
limited war situations plus the selection of 
available options translate into a huge 
number of different missions - each with its 
own level of enemies, radar installations 
and alerted bases to face. Flying a 
successful operation draws on a variety of 

different skills - 





advert 



advert 



"F-1 9 is the business. It deals with slate - 
of-lhe-art kit and is a state-of-the-art sim. 

Stealth is the most complete flight sim yet in 
terms of gameplay. It's as if the plane was 
built for a game." Amiga Format Nov 90 

"This definitely has to be one of the 
best, it not THE greatest flight sim out I" 
C.&V.G.Oet90 




92% 94* 




radar negotiation 

bombing accuracy, air-to-air improvisato 
and plane handling skills. Presentation, righ 
down to the expansive manual, \y 
impeccable throughout. For sJjefegicJe'pth 
and variety of gameplay, there's ypfy little to 
touch it." 
The One July 90 



Coming from MicroProse 
in 1991 

Midwinter II 

Gunship 20O0..,.Darklands 

Knights of the Sky 

Railroad Tycoon 

Lights peed. ...Co vert Action 

Starlord....F 15 Strike Eagle II 

Grand Prix Betrayal 

and many, many more. 



Available from 

MicroProse an: 

Commote Amiga 1 29.99 

Atari ST £29.99 

IBM PC Cornpaiibles 

Etta 



F-1 9 Stealth Fighter justified the 
reviewers praise by soaring to the top of the 
Gallup charts. This is one fighter that 
they can't keep under wraps If you're 
looking for the best flight simulator available 
this Christmas, don't rely on radar. Rely on 
MicroProse. 



Other great games of 1990 include 

Si mule ra... Si lent Service II 

M1 Tank Platoon 

International Soccer Challenge 

o 

Pirates... Red Storm Rising 

Railroad Tycoon ...Tower of Babel 

Fire & Brimstone 
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M^A Rick Dangerous shot to 
WE stardom in his first romp 
* around South America, Egypt 

and Europe. Finding earthly 
adventure not enough, he shoots oft 
into space in Rick II, continuing his 
quest to overcome the Fat Man. 

Did the reviewers welcome Rick 
returning 'in a Flash" ? You bet your 
life on it... n •• 48P 

"By now, Rick Dangerous has 
earned its place in the hall of fame for 
classic platform games, but just when 
everyone was taking it tor granted, 
along comes the sequel • and its even 
better than the original. The graphics 
have been polished up, the sound 
effects are funnier and the gameplay is 
more fluid and enjoyable. With a little 
thought ah the puzzles can be worked 
out (and some of the solutions are 
very strange?). Even if you haven't 
played the original game {where have 
you been ?) Rick Dangerous II is well 
worth a generous slab of any game- 
players time. But a generous slab 
could have you sitting in front of your 
computer for days without rest. You 
have been warned.. ..but buy it 
anyway." Amiga Format Nov 90 

"R0 II is a compulsive 
game. 



When a trap catches you by 
surprise it's annoying, but 
frustration develops into 
determination and you'll keep 
on going until you beat the 
blasted thing. And it you do 
get stuck, the four levels (five, 
if you get that far), are different 
enough to make it almost like 
having four separate games." 
Amstrad Action Nov 90 

"The gameplay is superb, 
involving and addictive. It is 




97% \m\ m\ m\m\m 



the sheer volume of challenge 
and entertainment in this game 
that makes it absolute corker.' 4 
RazeKov9Q 

Rick Dangerous is 
everyone's favourite original 
superhero ■ and he's 
planning to eat turtles tor 
brekkie on Christmas Day. 




Santa should be able to find these 
games in any good software store, 

He can find MicroProse at 

Unit 1, Hampton Rd Industrial Estate, 

Tetbury, Glos, 

or by telephone on 

0666-504326. 



Available tram 

MicnoStylew: 
Corrmocta Amiga £ 24,99 

Atari ST £24.99 
IBM PC CorrrpaiJhle £ 24.9Q 
C64. Spedrum and Amslrad 
l-disk) E 1 4.99 Icass) E 9.99 
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An assortment of helpful hints to make 
those dro id-bashing sessions fast 
longer, courtesy of Graftgold. 



SEE HEAR 

Even though you can't see the enemy 
droids all of the time they are still 
moving around each deck along their 
patrol routes. The sound effects play an 
important part here - enemy shots can 
sometimes be heard even though you 
can't always see which droid is firing. 
On the Amiga, the stereo sound 
capabilities are used to good effect, 
producing sound on the relevant 
channels depending on the position of 
the droid on the deck. For example, if a 
droid is travelling on the left-hand side 
of the deck then the sound will be 
produced on one of the left- hand 
channels. This is especially important 
when attempting to dee I with the 
Command Cyborg (939}. 

SITTING ON THE 
DOORMAT 

D raids a re only visible on screen when 
'hey are in your line of sight. Similarly 
they can only 'see' you when you are in 
their I ine of sig ht. As with other features 
in Paradroid 90, if you can do it, so can 
theenemydroids-Thismeansyou must 
be more careful when close to the 
Shuttles, if a droid enters a Shuttle, 
don't get too close to the engines. You 
can, of course, use this tactic to your 
adva nta ge, but it is n r t very effective a nd 
g i ves yo u nowh ere to h ide if the enemy 
decides to attack you, 



ROUTE VEGETABLE 

Learning the enemy patrol routes is 
very important since you can avoid 
some of tbe more hazardous drgids if 
you are in the Influence Device. It's also 
easier to destroy a droid if you know 
where it will go and what it will do. This 
saves valuable time and energy. Keep 
moving - once an enemy droid has 
largetted on you it keeps firing. Even 
after it hasbeen destroyed there maybe 
some shots heading for you and these 
damage dro ids. 



Paradroid 




DROID INFORMATION 



CLEANER 1123) 

A weak, weaponless droid that's 
difficult to control. 

SERVANT [296) 

Another weak, snivelling, spineless 
and weaponless droid, only this 
one's easier to control because it 
moves so slowly. 

MESSENGER (3021 

A third weak and weaponless droid, 
although it is the fastest available. 

MAINTENANCE (47G) 

A very dangerous droid. Its weapon 
has a limited range, but it's powerful 
and shoots at any angle. 

SENTINEL (614) 

Winner of the Best Droid Award 
1990, This particular Sentinel is 
moderately fast with a good 
rapid-fire weapon. Note that it can't 
damage the Mine Layer (734 1 or 
Command Cyborg (999), 

SENTINEL (683) 

Unlike its 'brother', this one's difficult 
to control. Its rapid-fire smoke gun 
has a limited range but it is good for 
destroying weak droids. 

BATTLE TANK (729) 

This beast fires three shots in 
succession at anything that shoots in 
its vicinity. It's a shame you can't 

transfer lo it really. 



MINE LAYER (734) 

It's slow to control and using the 
mines effectively is difficult. Your 
best bet is to take advantage of its 
strong armour by ramming dro ids. 

BATTLE DROID (742) 

It may be slow to move and fire but 
it's a hardy devil. The Battle Droid 
has good armour and a powerful 
triple laser weapon with a good 
range, 

SENTINEL (7831 

Like the 6S3, this Sentinel is difficult 
to control. Its flamethrower is similar 
to the Maintenance droid 's weapon. 

SECURITY (8211 

Don't catch this one on the wrong 
side of the bed, It's very fast, with 
good shields and isn't damaged by 
Disrupters. Its powerful weapon has 
a good range and fast reload. 

SECURITY (852) 

A fast, tough droid with a powerful 
Disruptor ('Smart Bomb'l weapon. 
However, it only damages droids it 
can 'see' when disrupting. 

COMMAND CYBORG (999) 

The cream of the crop, although you 
can't control it for long because it 
has a fast decay rate. The 899 is fast. 
easy to control and isn't damaged by 
explosions. However, its very 
powerful weapon is difficult to aim. 




A DIFFERENT CORNER 

Shooting around corners is very useful. 
It's possible to destroy some droids in 
this way without them shooting back, 
either because they can't 'see' you or, 
usually, because they have been 
destroyed before they could react. 



BOOM-A-BANG-BANG 

Don't move into explosions you lose 
energy. Most of the enemy droids are 
also damaged if they are close to an 
explosion. This can be used to your 
adva nta ge - shoot i n g Alert Blocks or, if 
you ere really daring, an Energiser 
causes explosions and damage- 
Re member that some droids have very 
good armour, so explosions, and your 
shots, have little or no effect. The Mine 
s.ayer is a prime example of this as it's 
heavily armoured. In situations like 



these the only way to defeat them is by 
transferring to them - and even than 
that's sometimes not so useful. The 
sound effects ere used to good effect 
here indicating whether a shot has 
damaged the enemy droid or noi. Most 
droids fire with their right arm so it's 
possible to dodge their shots by 
keeping to the left of them. This 
technique works well on the Battle 
Droid [742 ) and the Sentinel (61 4 (. 

A GOOD TACTIC 

A good tactic is to destroy the more 
powerful droids first, leaving the 
weaker ones to clear afterwards. It's 
u sua I ly necessary to transfer to another 
droid after a skirmish with something 
like the Sentinel (674} or Battle Droid 
1742). This means you will have a few 
more Pulsars in the transfer situation, 
giving you a better chance of success- 
fully transferring to another droid. 

STAND AND FIGHT 

Never ru n i n t h e opposite di reetiort of a n 
enemy shot [you won't outrun it I it's 
best to turn and move away from the 
I ine of f i re. The ran qe of each weapon is 
dependent on the host droid so learn 



which weapon is used by each droid - 
they all have their own movement, 
attack and defence characteristics (see 
panell. 



ARMOUR BELIEVER 

If your host droid is blown up use the 
four seconds of armour protection 
wisely. It's better to escape and return 
to fight later than struggle on 



Remember that you cannot transfer 
while armoured but you can ram some 
of the weaker droids which is always 
good fun, 

ALL HANDS ON DECK 

Try to clear a deck of droids before 
moving on to another deck. A systema- 
tic approach to clearing a ship saves 
both time and energy, which is 
especially useful when you are on the 
last few decks with Raiders on their 
way! Use the computer terminals to 
check which decks am clear and how 
many droids left on the current deck. 
Picking u p th e G raftgo I d key delays the 
a rriva I of t h e Ra ide rs by th ree m inutes . 
TherH is a key on every ship, but some 
may be hidden, 

TRANSFER ACCOUNT 

If you want to transfer to another droid 
it's a good idea to move around in 

transfer mode It takes a little while for 
you to get into transfer mode, and 
attem pting th i s wh i le being shot at by a 
Sentinel (614) does not prolong the life 
of your droid! When attempting a 
transfer it's best to spiral towards the 
droid thai you wish to transfer to, 
getting closer and closer. The shots 
should miss you until you get so close 
that you can transfer. In the transfer 
situation, try to wait until the enemy 
droid has fired all of its Pulsers before 
you fire any of yours - unless you can 
fire a Pulser that cannot be counter- 
acted. This usu a I ly resu Its i n a s u ccess- 
ful transfer. If you dont beat th e a ne my 
droid in the transfer situation both of 
you are destroyed, which is fata I if you 
only have the Influence Device. If you 
want a really high score then you need 
to play with the transfer sequence on. 
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MEGA MIX XMAS BUNDLES 
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QT1 ID DTT 2D U1T M QTr 1« 



DATE 

Customer No. 



"MEGA-MIX FREE DISK OFFER ORDER FORM 



.Payment method: Cheque/P.O. 
Access/Visa 



MODEL 



NAME: 

ADDRESS: 



.POSTCODE 
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EXPIRYDATE: ..... 



TITLE 



AMOUNT 



TOTAL 



E3 



. , _„,, „,„*»,,» H -MEGA MIX' CM tface ¥0"i ordei on *ui cradrt c*fd HOTLINE 0732 351 ?H) 

MEGAMIX SOFTWARE (DEPT ONE 31. 46 ASHPF N WALK. TQNBRIDGfc. KEMT TN^ft 3RI 





MAIL OflDER TO: MPT ONE. 55 HWWOW DRIVE. LONDON N9 9EQ 
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Public Domain 

Software for the 

Amiga 
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Q04G QDUfkn f koACd (AdV*n[ur=l 

0136 CiMilc Card It Botucl Giitn 
01 ST C«H Cajg#r Animation L*l 
C1B1 Kji«M.nuyue LUnin (:>| 

FMggt i" £5pace Cartocn 
Hrnikaut Comluciio'i Sat 
FWwwi to FaJiri Gams 
Fivira Demo 

04M The Hdy Gmil (AdvenlurHj O 
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9300 Dope int^u Wther 

F^odilort Mejademo {It 
Lou n & Fla* f2) 
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Uiopia Ctvtoon aoethow 
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THE Com m* rji4H 
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0Bfi4 TeenBo* Turttai Demo 
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SOUND 
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SPECIAL 

EtOISH, SO 
SiUl AT FOH 
HsrilHFttHS 



HOME 
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U5ZEFUL 
FIHDQHAMS 



C657 Plfjekna Guna 

CE»b£ Dfip 1 Oaimi n 

0864 Uperptcn Vnrli! 

oeoa Gtirazone Sdetnow (X) 

0678 Stoopaii EJaast Ejonn 

cub? SnaXapit Gpmn 

0»1 Jeotwcl Game O 

t0O4 Garnet Dills fl 

iaa AMOS ; RAMOS 1.2 Upd»ie 

1053 Fuujre Cofnpo*oi 
13M DtjllJj Ccntert VI 
1033 At Pie MOVBI ( 1 ifi nns^jj 
10(K aaaJtMv Animaiion n 
1061 Total fine** SJideahow 
lOfitl Zieno Vlru* V3.0 

1082 Qatar™ Gate atJnhow 

1071 None Player Y3.0 

1073 i-rpiikanFantl»y H|rtr»hui¥ 

irn? Aivnia Jonst SiidBthow 

1054 SFLCH. Qion 
v::«6 MED VS 13 

10S8 Fpic Demon 
1063 PnaraaJi Anlmatiofi ft 
11D6 Crkinlc* Nevermtim* Oemo 
1 108 Lowwi Tunet A^wmHiDn ft 
1110 FfuraJ Ftj)ML>gmA 
11H3 WW BenvBf Garnet 
1117 Qpnimdeiay ft 
use Fillet me Fspi Canaan 

1 1BW Donald CkKH Anim»licrfi H 

iiSO Pway - Innpihip Demo 

1198 SoundtneHer W.O (3) 

1200 Hli*ern» LxmA/h Anlm ft 

1201 Po'ky Pifl Animilion ft 



DISK PRICES 

1 -»- £1.50 each 

10-18 = E1 .ZSwch 

20 + - £1 .00 tech 



FH EASE MAKE CHE0UEA".O. 
PAr ABLfc TO ■CRAZY JOE 1 ** 



HCLLlSIVE OF P M. P W U.t 
EUROPE PLEASE ADD C1.M 
REST OF WOFILD ADD CZSO 



* . 1 HEQ HEQUnED 

FlGJRES H BRACKETS 

HDrCATE NO, OF 

DISKS DIET 

0(1 ■ OVER !■'■ DHLV 



SEND 1 7p #t ST AMP5 FDR OUR FREE CATALOGUE DRW AND LIST I IjKA 



CRAZY JOE'S, DEPT. Otti, t4S EFFIMCHAM »T.. HOTHEF1HAU. S- VOHKS, SM 1BL 
TELEPHON E AJTflil) t2*2a« 
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COMPUTER SPECIALIST 

10 Chandlers Court, Eaton, Norwich, NR4 6EY. 
Telephone: Norwich (0603) 503382 






DISKS! DISKS! DISKS! DISKS! 



103.50" DISKS 
253.50"DISKS 
503.KT DISKS 

100 3.50" DISKS 

80 CAPACITY BOXES 



£6.75 
£15.00 
E25.00 
£46.00 

£6.50 



10 5.25" DISKS 

25 5.25" DISKS 

50 5.25" DISKS 

100 5.25" DISKS 

100 CAPACITY BOXES 



£3.80 

£9.00 
£17.00 
£32.00 

£6,50 



ALL DISKS COME WITH 2 FOR 1 LIFETIME GUARANTEE: 3.5" MADE BY SONY. 



CALL FOR PRODUCTS NOT 
LISTED 



WE CAN OBTAIN ANYTHING 

WITHIN 

48 HOURS 



ST PD CATALOGUE 
DISK £1.00 



GAMES 



RRP MPH 

£19,99 £14.50 

£24.99 £18,50 

MOST RELEASED GAMES IN STOCK 

NEW GAMES SENT ON DAY 

OF RELEASE 



ATARI LYNX 

NOW ONLY 

£157.99 



LYNX GAMES 

RRP MPH 
£29.99 £22.00 
£34 99 £25.50 



Midnight 
Oil 



NOW CONTAINS 1990 NFL TEAM/PLAYER DATA!* 



d& 



"From my point of view, the game has kept me sitting up at 

nights and through holidays and weekends for up to 12 hours at 

a stretch, with mimscuie breaks for food and other 

necessities It is a game i have no hesitation in 

recommending to anyone with even the slightest interest in 

American Football. " 
OUR PRIORITY: GAMEPLAY 



ATARI 

USER 
REVIEW 



HEADCOACH V.3 




THE GAME 

Headeeach 15 teh complete American Football simulation. 
You take charge of the latest recruit to the National 
Football League, and m rough skiiful tfesvgrse el game plan; 
and the use of the college draft, buld up a 45 man squad 
to k?ep your lans happy and win the Superbowt. Unlimited 
•sea Kin s, and ageing players, produce a realistic pme of 
flucftiating fortunes. 

THE MATCH 

The match is a came in itself taking about 40 minutes to 
cprrolete. With 26 offensive piavs and 21 delenswe plavs. 
there is ample scop? to match your gameplan to the sifts 
of your squad, and exploit the weaknesses ol your 
opposition, it's he*e where the strengths and weaknesses 
of your own player are highlighted. 



TRAINING CAMP 

Here is an opportunity to assess ycwr payers helore (hey 
take the field. The appropriate coach wi.i give you his view 
of the current form of any of the players and how they are 
performing in training, The current sharpness of any 
player can be assessed from their time in the 40 yard 
dash. Wide receivers, ccmerbacks, running backs and 
linebackers are all positions where speed off me mark is 
crucial, 



IBM PC 
Aran sr 

Amiga 



All monitors .V5 H and S.2P digk.j; £29.95 

All STfSTEs, aJ I monitors : £10.95 

A I AmigaTnonitor combos E19.9S 

AVAILABLE DIRECT FROM: 



COLLEGE DRAFT 

During the 16 march season plus whatever playoff 
matches you achieve, you will find yourself praying for a 
second classy running bask or wide receiver, or need to 
beef up your offensive line (loo many tacks J There can be 
many weaknesses. The college dralt should be used to 
ii.nd those stars of the future and make sure that they're 
playing !or you. 

STATISTICS 

The statistics section wifl encapsulate your team's and 
your players" aaason. Total ya/vS, ru&V.g yartts, pairing 
yards, kick-off returns, punt returns (and averages tor ai 
wesej. interceptions, sacks... .ad these are kept lor each 
match, the whole season, (or the team and for each 
player. American Foofoal is a game of slats and we retain 
that. 



Telephone Sales: 

0438 
721936 




The Midnight Oil 

Dept. T04 

18 Hazlemere Road, 

Stevenage, 

Herts, SG2 8RX 
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ST 
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WORLDWIDE 

SOFTWARE 

106 A Chillwell Road, Beeston. 

Nottingham MG9 1ES 
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WORLDWIDE 

SOFTWARE 

106 A Chillwell Road, Beeston, 

Nottingham NG9 1ES 



i FREE Catalogue Disk (Plus latest demos when available) with every order over C10.00 

• Complete customer satisfaction Is our aim 



Order by Telephone: 
by Fax: 
by Ma 



Credit ear over telephone lines 
0&02 2S2113 0eo2 2253«8 

Fax your order with credit card details 
0602 430477 
Send payment wrth order 



Please give your name, address, telephone no., software titie, price adyertlsedjndcon^JteHype 



Worldwide Pack 1 



Amiga Second Drive 
f Any 3 software lilies 

with our advertised price 
of £17.95 or less 

ONLY £109.99 



Worldwide Pack 2 



Amiga Second Drive 

+ Any 2 software titles 

with our advertised price 

of £17.95 or less 

ONLY £99.99 



Worldwide Pack 3 



Amiga 1/2 Meg Upgrade 

\ Any £ software titles 

with our advertised price 

of £22. 95 or less 

ONLY £89.99 
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Drhre! Nattier 



Just 

when you 

thought it 

was safe to 

come out of 

the garage it's 

time to try a new 

brace of tracks. Kati 

Hamza buckles up for 

safety. 




NYONE WHO ENJOYS r j sking ^ , imb and 
V collar-one, or is driven by a deep-seated desire to 
I wear body s u its a n d cotto n ba I ac I avas i s exactl y the 
kind of suicidal maniac Domark is looking for. If Hard 
DnWin's banked curves, razor-sharp bends and 100 foot 
loops just left you gasping for more, this is it: Hard Drwin II: 
Drive Harder, the extended wear version of Atari Games' 
road-ripping arcade hit. 

Everything Hard Drivings got. Drive Harder has too. The 
sequel is the original remodel led with modifications bolted 
on. The two tone track with speed and stunt courses, 
featuring underpasses, jumps ar>d bridges is still intact. 
Added to it are four brand new circuits and a specialJy 
created designer to let you tinker with your own. 

A serial link mode makes it possible to link a pair of 
machines - be they any combination of PC, Amiga or ST - 
lo battle it out with your rubber loving friends. There are 
two types of serial link race: Standard (a multi-entry race 

aga inst other d rone ca rs) a nd Cha mpi o nsh i p ( a o n eon-one 

between you and the Phantom Photon on the other 
machine). 



33 



UNTIL YQU PfCK UP the mouse there 

doesn't seem to be all that much difference 
between Drive Harder and Hard Drivin', The 
front e nd a n d trac k M u mber One look exactly 
the same. Start playing and you soon notice that the 

car-handling is improved: the controls are more 
se n sit ive to m inor ad justm e n ts a n d you are less I ikely to 
oversteer. Even so Drive Harder' s biggest advantages 
are the link option (the manual even gives advice on 
making your own cable) and the construction kit. The 
chance to race against a real live opponent on 
home-made tracks improves the original's lasting 
interest. It wou I d have been nice to see a larger va ri ety of 
objects (different types of houses, rivers or hump- 
backed b ridges, for exam pi e) a nd the k it cou fd h a ve bee n 
a touch more user-friendly (it takes concentration and 
patience to get th e hang of it) but Hi ese are m i no r nig gles 
in w h at J s essent i a I ly a classy racer. E ve n if yo u own Hard 
Drivin', Drive Harder in CGA, EGA and VGA with AdLib 
support and four extra tracks thrown in, is worth the 
investment. 

THIS ONE'S undergoing last-minute repairs 
in the pits at the timeof writing. It'sexpected 
tg be out by the time you read this, featuring 
very similar visuals and identical gameplay 
to the PC version reviewed here. 

WHAT'S TRUE for the Amiga version holds 
its own here. 
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REVIEW 



HARD DRIVIN' 
II: DRIVE 
HARDER 

Tengen And 
Domark 



IBM PC AND 
COMPATIBLES 

PRICE £29.99 

OUT Now 

GRAPHICS 34% 
SOUND 70% 

PLAY ABILITY 85% 
VALUE BB% 

OVERALL 

86% 




WHEN DOJMG IT YOUBSELF you can opt lo mimic th* original Har d 
DrhrJn's *p**d or stunt |r«* 8 or a oomDIfWtlon ol both. Either way 
winning ■& all about time: hitting life checkpoint bator* It runt out wins 
back vim second*, 

AS IN THE ORIGINAL there's 

a choice ol automatic or 

manual transmission, A 

further options screen 

allow* you lo choose 

controls, save games and 

pied your difficulty level 

(easy, medium or hard). Not* 

(hot using the mjri.il link 

automatically axcludes 

Joystick control you have 

lo staar with the mouse and 

change g*ir with the key*,. 



AMIGA 

PRICE 
OUT 



£24.99 
Wow 



ATARI ST 

PRICE £24.99 

OUT Now 



MAK 





IN' TRACKS 



THE CONSTRUCTION KIT lets you 
examine the track as a whole or zoom in 
on particular sections. The overall view 
displays road segments, barriers 
(invisible when you are actually driv- 
ir>g| and buildings. To make it easier to 
concentrate qn specific items it's 
possible to switch different features off. 

Track segments are selected by 
flicking through a menu of possible 
options including underpass, easy 
jump, loop, banked curve and hill, 
Several criteria have to be followed 
before the editor validates a track, You 
need a d osed loop of street seg me nts, a 
start element, a finish element and a 
checkpoint on your shopping list. It's 
also important to mark relevant points 

positions to restart from whenever 
you spend 1 seconds; or m ore off track. 



ft 




fit 



© 



in 
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ALL THE STUNT TRACK components Iram th* original Hard Drivin' model 
can be used to produce your own creation*. Track A"s design |* totally 
feilhtul to Ham Drivin: Th* frjur new track*, failure a who.)* series ol> 
varliliont on (he original theme and ere * good source el rdeaa when you 
plan your own. Whichever you pick you stilt gel In *ttch Oil ol your 
ambermalng mistake; in glorious action replay 

PHEWT MAOe IT 

through th* 

checkpoint wiih 

seconds to spur*, If 

you want to rrnke life 

Jual Ihe1 little bll 

easier, why not set 

rnufB tfencrous tlm«?r 

values youraell? Th* 

kit fete you alter the 

default besl lap lime. 

th* default countdown 

lima and the time 

bonus awarded when 

pa&Biog fh* 

chaefccwinl. 





Scenery comes in the shape of 
houses, barns, fields and signs. What 
you put on isn't just a matter of 
discretion; if you are designing for 
someone elsa, leaving off the road 
signs obviously makes it tougher to 
gauge the track, Invisible barriers are 
selected separately - there's a max- 
imum limit of 30 per track. 

You can have up to 12 drone cars on 
your DIY track, Thay never leave the 
foad and are completely computer- 
controlled, though it is possible to 
specify start position, colour, direction 
and lane. 




JAN 

1981 
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Rev your engine* J I he crowd ji 
in delirium. in l omul ed h> 
speed, jiiilici paling Un>> uf 
Thrills :ii tin dawn of lilt Id III 
millennium... 

BT - At; 



^> 
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' 1 UM SOFT I u, 




Enteiiaisur.em SsAwq/f 
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This explosive ;<r;(<U Hhinliirr is based «n 
I lie curloon nl I he same name. Iklinilrh n<»l 
lor I lie prudish ! 

ST - At; - PCJ 



Leave the world of 
mo rials far behind, 
and enter a world 
where Jojyc, a good 
memory, and while 
and black magic are 
>unr look io attain 
the eoveled pusiiiun 
of BRAIN BLASTEK. 
ST - AG - PC 




nJ 




'-f-t — > 



load - 1 n berley - SURREY GU f 7 7RX - Td. : O252/BG0 299 
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ATARI 5T 
CBM AMIGA 

IBM PC & 
COMPATIBLES 
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wimbI rafts in the m ML Tin Unst phase if tin taiWSwIli nar hds aeen ping on for we r ill mars until 
stalemate ittntaaLiq developing a standoff hitantn amies massed nun a long diij-ra taniifrant. tocft aie 
e lif mnn upabilitiis if each siis, full soli attacks an aicicM. so m iff**™* ™es ire hi. nicessita 
mrbtM the lines" actions performed b|ifita troops in spBtiilti designed whcta. The Hauler is flu italKt 
such ttttiw - capiile if being liftai ii and lit of Instill Iwritan bi fast stealth choppers ami armed with Hie 
most advanced weaponry the northern scientists can ieuise 
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Captive 

Frustrated in your quest for freedom? 
Fear not, for Captive's author Tony 
Growther is on hand. Take it away, 

Tone.. 

HAPTIVE IS A QUEST for freedom. You are 
imprisoned in a space station that is jointly 
protected by 10 factions of a warmongering 
society . I n order to resc u e y ou rself you mu st use the a nc i e nt 
briefcase computer andthefourdroidsthatyou discover on 
the 'other end' of the body-mind link control system. 

The system allows remote control of military standard 
droids ac ross I i g h t yea rs of g a 1 3 xy vi a i nv i sibl a electroso n to 
wa ves w h i ch mea n s y ou do n't nee d a I o n g e xtension lead 
or change for the phone box. 

Although you don't know it when you start, there are 10 
bases to infiltrate and destroy before you can mount the 
offensive qn the space station and rescue yourself. 

Each base has its own distinct design and layout and is 
populated by an individual selection of a lien hordes, Before 
you enter a base you will have to find your way cross 
country' in a hostile outside world from the landing site to 
the base entrance. 



LEVEL ZERO 

THE FIRST LEVEL is actually fairly 
simple once you have mastered the 
operations I f u net i ons of the d roids a nd 
of the Attache Brief Case Computer, It 
involves 10 small to medium sized 
bases and a relatively easy space 
station to rescue yourself from. Early 
playtesting of the game proved that a 
new user could complete the game on 
Level Zero after about three weeks of 
regular play. 

You have to land on the planet Butro 
(co-ordinates QQ8W 072 Nj. Zoom in on 
the planet (use the right-hand mouse 
button or the up and down arrows) and 
click on the large white dot - this is the 
landing sight marker. Click on Orbit, 
and The Swan (the droid's ship) will 
make its way across the vastness of 
space to orbit Butre While the ship is 
making its merry way across the void, 
it's a g ood idea to i n i tial i se your d ro i ds . 

Click with the right-hand mouse 
button on the droid's status icon to 
bring up the back pack. Click on the 
computer chip with the left-hand 
mouse button and deposit it on the 
droid's brain (on the left-hand side of 
( h e d ro id's head}. Th i s wi 1 1 i n it i a lise t h e 
naming system where the player can 
type in a name for the droid. The name 
acts as a personality generator that 
creates Ihe droid's Wisdom, Dexterity 
and Vitality statistics. 

Repeat the above for all droids and 
you will have a team ready for action. 

By this time The Swan should have 
arrived in orbit around Butre. Click with 
the right-hand mouse button to bring 
up the main view again. Click again on 
the landing site to program the drop 
destination and iben click on the Land 
icon to start the drop. 

Once the lander has landed (as they 
generally do) you will see a picture of 
the first level's planet. Have a wander 




around the world and get used to ths 
control system before attempting to 
enter the base. Don't walk into the water 
because it's highly toxic here and will 
damage your droids. 

To enter the first base, walk up to the 
door and pick up the clipboard found 
nea rby (u se the left-hand m ouse button 
on the object in the main view to put it 
into the player's 'hand'). Holding it in 
the 'hand 'will all owyoulo read it on the 
information screen {the grey section 
below the main viewj. This will show 
the combination of buttons- to press m 
order to open the door. 

Once it's open, go inside and you will 
now he in the base proper, Pick up the 
explosives and the clipboard. Walk lo 
the far end of the airlock and use the 
PUS H cont rol to move the wa 1 1 a n d get 
into the first area of the base (PUSH is 
achieved by pressing the right-hand 
mouse button when on the FORWARD 
icon). 

Refer to the map printed here for the 
layout of the base 

There are many ways of completing 

the game, so here is one way of 

attacking the problems. You will find a 

style suited to you r ski I fs a nd i t may wel I 

be different but still achieve the same 

resu Its - this just prove s how f lex i b I e a 

game system Captive's is, 

You will find newareasof the base to 

explore once you 

identify which 

^^^2 walls you can and 

can't pu3h. The 

MlHBH ones with the 

^^^. rollers at the bot- 

L^^M torn jrn the roll 

MM ing walls. 

You will come 
HHH into the generator 

rt .. 71 r~, room fairly 

quickly. Avoid the 
temptation to lob 
FT^^^T^^ in the explosives 

■■Ml Just yel, since 

there is plenty 
MBH more to do Ge- 

I I Htr.y nerally the -first 

base can be com- 
pleted Once you 
have done some 
or all of the 
following... 

1) Explore the 
level completely. 




examine every 
nook and cranny 
and open up every 
Cupboard you can 
find. 2) Collect 
all the gold you 
can find that is 
dropped by dead 
aliens. Use this in 
the shops to buy, 
sell and repair ob- 
jects, If you have 
damaged an item 
of the droid's 
body, repair it at the shops. 

< 3| For the first base it's a good idea to concentrate on 
increasing your BRAWLING skills only, This makes you a 
fabulous puncher and is sufficient for the enemies that 
you will encounter. If you must buy a weapon, then I 
recommendtheuseoftheBALL- it's re-usable and fun! 

4) DEVICES are plugged into thedroidsand give a read 
out in t h e mo nitor at t h e top of the screen, A good device to 
get on this base is the ROUTE-FINDER. This is only 
available from one shop so you might have to search for it. 
It's classified as an OPTIC. There are seven types of OPTIC 
device. Buy with trial and error until you find the ROUTE- 
FINDER, If you buy the wrong one you can always sell it 
back for no loss. 

5! The shops in a base operate a co-operative banking 
system. This allows the player to leave any gold he 
collects atone shop, and the funds will be available at any. 
However, remember to retrieve the money BEFORE you 
blow the base otherwise you will be somewhat out of 
pocket. 

6) Find the Professor in the Computer Room for the clue 
tothe next planet's location, Kill him fortbe password into 
the computer. Click on the computer to activate it. Type in 
the password to reveal the Planet Probe. Collect it (it 
weighs a lot, so select the droid to carry it carefully) and 
you are ready for the destruction of the base, 

7) The first level is so easy that it's best to use it as a 
Training ground. Kill anything that moves and gain 
experience. Make sure you spend this experience on the 
skills for each droid. Use money to buy devices and ball 

weapons. Mines are good to use as well. Use money also 
to repair any damaged body parts. 

Once you have explored all of the first base, go back to 
the generators and blow them up bysimply throwing the 
exp I osive at them from a safe d i sta nee, Afte r a sho n pa use 
they will start to explode - I recommend that then is a 
good timeto run like hell! Usethe Route- Finder to get back 
to t h e door. CI ick on t h e door to g et i nto the lo bby . U se t h e 
sa me comb i nation as bef o re to g et out sa f e I y butdon't 
bang around because the base Is exploding around you! 

Once outside, go backtothe shipand press UPtoboard, 
You can then Orbit the planet again and go back into 
s pace. Put the Planet P ro be o r> t h e pi a net m a p a n d watc h it 
go to the next base, Land there and continue... happy 
adventuring. 
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ORDER FORM 

Please supply me with the following for 

Computer ., 

Titles Price 




Please make cheques 

& PO payable to 

Turbosqfl 



(hder.t it tuttr £5 ptrme add 
5tf/> prr item, (hn'r £ % blip 

FREE in the UK. 
Europe £1.50 per item. 
Reii of the wwtd 12.00. 

N.B. Mease state 

clearly mode of 

computer & also disc 

size when ordering. 
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"TEENAGE MUTANT HERO TURTLES ONLY £11*0, IN STOCK HOW!" 

STATE OF THE ART 



FREE 



VfSA 



Amiga Packs 

Amiga A500 

Every Amiga sold includes: 
Wortbencti 1.3. Esrtra Olsk, Tutorial 

Disk all with manuals 
Full One Vear Warranty and Mouse 

Free TV Modulator with Cable* 
-i- Free Game 

£349 inc. 

CLAIM FREE GAME 

WHEN YOU BUY AN 

AMIGA/STE PACK 

SCREEN GEMS 

Back to (he Future 2 

Days of Thunder 

Shadow of Ihe Beast 2 

Night Breed, Deluxe Paint 2 

£369 inc. 

Atari Packs 
DISCOVERY PACK 

520 STTM Built-in Power Supply. 1 Meg 

Drive, Mouse, First Basic, STOS, Bomb 

Jack. Outrun. Carrier Command artd 

Space Harrier 

£265 inc. 

STE TURBO PACK 

520 STE Buill-in Power Supply 

1 Meg Drive. Mouse Firs* Basic, 

Music Maker 2, Joystick, Impossible 

Mission 2, D'ap/m Breath, Blood 

Money h MANY MORE. 

£359 inc. 

CUMANACAX3S4 

2nd Drives 

Enable Disable Switch 
Through Port 

(Amiga) £75 inc. 
(Atari) £84 inc. 

POWER COMPUTING 
2nd Drives 

Enable/Disable Switch 
Through Pari 

(Amiga) £69 inc. 
lAtari)£77iiic, 

M.E.S. 
RAM Upgrade 

5MB Expansion 

Enable/Disable Switch 
plus £5 lor clack 

(Amiga) £39 inc. 

PHILIPS CM 8833 

Colour Monitor, Scart socket, Stereo 

sound. 2 inputs and FREE One Year On 

site Maintenance- 

£249 inc. 

STATE OF THE ART 

2ND DRIVES 
AMIGA £59 inc. 
ATARI £65 inc. 
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STATE OF THE AHT HAS SOMEONE 

TO ANSWER YOUR CAli FROM 

9AMT01BPM,BI»GNOWFOH 

THE BEST SERVICE AROUND 

FREE GAME OR MOUSE 

MAT WITH EVERY 

SOFTWARE ORDER 

OVER £40 

UHRELfASED TITUS Will BE SENT 
WITHIN 2«KS OH RiU*MMTl. 

MttSSORWrSAADCEPTEu. 

TO ORDER SEHD POSTAL OBDIR OR 

CHEQUE TO: 

FREEPOST 

STATE OF THE ART 

3d HEREFORD ST 

SHEFFIELD 51 4PP 
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Gordon Houghton takes off with 
Domark's answer to flight simulation 
Glasnost. 

HE MIKOYAN MiG -29 is probably the best all- 
round fighter in the world. It was first discovered 
by the West from satellite pictures taken of the 
Ramenskoye lest centre almost a decade ago, The earliest 
official sightings occurred when six singleseater aircraft 
visited the Finnish air force base a I Kuopio-ttussala in July 
19B6, and it was the highlight of the 1990 Fa rn borough 
airshow, when John Farley became the first Western pi lot To 

fly it 

MiG-23 Fulcrum is the first flight 
sim u lation 1 o a 1 1 ow you to actual I y fly 
this non-Western combat plane. It 
features graduation from a simple 
trainee (no crashes and limited ski Ms 
required) to corn bat Status in a quintet 
of miss ions designed to test your pilot 
skills. Each mission location has been 
chosen to reflect a Soviet sphere of 
influence: an Arctic scenario (where 
you photograph a US 'Boomer' class 
nuclear submarine trapped in ice, 
with Harriers as opposition), dog- 
fighting (with Shenyang fighters over the Great Wall of 
China), an oil field scenario {where your MiG undertakes 
retaliatory strikes against storage silos, some oil rigs and 
ships), and an anti-terrorist ground attack mission 
involving bridges, trucks, SArVls, trains and buildings- 
Completions of the firel four missions with at least 500 
points allows access to the final desert-based mission 
scenario — the destruction of a nuclear power plant. 



M 



iG-29 

Fulcrum 



MiG FACTS 

Minimum Speed 

Mach 2 2 1 1.06 at Sea 

Leirell 

Service Ceiling 

W..DD0m 

Maximum Rat* Of 

Climb 

15,?40nVmin 

Turn Bate 

Groii Tokr Off lAVirjht 

16.500*g 
Combat Radius 

SfO nautical miles 
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IBM PC AND 
COMPATIBLES 

PRICE £39.M 

OUT Now 

GRAPHICS 86% 
SOUND 77% 

PUYABILITY 90% 

VALUE 85% 

OVERALL 

89% 



AMIGA 

PRICE 
OUT 



£34.99 
Now 



ATARI ST 

PRICE £34.99 

OUT Now 




EACH Of THE liFIVE 
mi 55 ion-5 ii p.'e viewed 

by a slill graph 't 
screen su* h if (hit . 
Though nel essential, 
II «Hi almosptwe to 
the Ink ahead. 



MIG FULCHUM SUPPORTS lh» usual range of viewpoints: full-unan views from inside the plane, 
plm external virus such as Ihht one. Thefe is even ■ view Inn lit* ec-nlrot tower allowing you lo fly 
Ihe plan* likii « radiDMSonttelled irircf all. and > view from an tupnv Ughler which lets you witness 
Ihe moment of annihilation lirsl hand, the aircraft uses a enmbinetlon of famllbar controls and its 
own unique hey presses. In caae you experience trouble, the manual includes a hand/ *tap-by-*tep 
guide to basic flight techniques. 



MiG-ALOMANIA 

TRADITIONALLY Soviet fighter 
designs are produced by design 
bureaux (OrCBs). The most famous of 
these Is rhe'Mikoyan and Guryevich 
Design Bureau, commonly known as 
MiG — SO common, in fact, that the 
bureau has become synonymous with 
the Soviet Air Force. Regardless of the 
design studio all Soviet aircraft have a 
shared ideology; simplicity qf design, 
ease of maintenance., toughness, and 
where possible, the ability to fly from 
short airstrips. The MiG-29 r for exam- 
ple, can take off from a strip of only 240 
metres (787 feet) - the American F-16 
needs twice this distance. 

The MiG -29 is an all-weather counter- 
air fighter with secondary attack 
capability. It exists both in single- and 
two-seater versions, and was first 
thought to be a Soviet twin-engined 
equivalent to the F-16 (it's actually 
closer in weight and dimensions to the 
F/A- 1 8 Horn et.Hts current users include 
the USSR, India, Syria, Yugoslavia - 
and probably the German Luftwaffe 
who , i n M ay of th i s yea r, specu I ated th at 
they were go i ng to d i tch the f 20 billion 
European Fighter Aircraft in favour of 
the new MiGs. 

It differs in several respects to 
Western models (see box of MiG facts), 
not least in it its increased handling 



IN THE MIG COCkPrr. primary instruments 
provide ihe pilot with all Ih* crucial information 
required to fly th* plane. In the real thing seven 
diHerenl Junctions are accessed? from th* 
joystick, including radios, radar, gun, missiles, 
charl and Hares, and ECM Date is projected unto 
the Head Up Display and duplicated an Ihe 
Injlrument panel below. Aa you ten ih T ronl the 
above companion, although r»g| aa detailed as 
Ih* real thing, Ihe simulated MIG cockpit retains 
moal of th* essential tenures. The MiG HUD has 
been praised for the manner In which It present* 
complex data such 4s altitude, air speed, pilch 
hare, angle of attack and velocity vector (ihe red 
marker} in a simple and easily underslandabki 
way. 




capabilities. There are also a few 
cosmetic differences. For example, on 
the Ru ssi a n dig play of attitude the plane 
symbol banks in the instrument paine! 
as you turn •- wi th Western avion ics t h a 
symbol is fixed and the background 
banks. 






82 ► 



REVIEW 



MiG-29 
FULCRUM 

Simis And 
Domark 



FARLEY'S 
FLIGHT 

DURING 

DgVElOfMtNT MiG 

was put th ruugh its 

|i.i-.c-; by John Far lay, 

the only European 

pilot 10 hsv* ■flown a 

MiG-29- • and as a 

rsiull of hia 

*ugg9&iiont. a law 
changes ware msde. 
Al ihe Fsrnborough 
airshow in 1990 h* 
mel up wilhi Mikhail 
Wallenberg, chial 
designer Tor the 
Mlkoyan bureau, and 
Wiltry Menitaky, chief 
Utt pilot W diKU4$ 
the plane's 
aerodynamic 
echievBm«rtta. He 
subsequently (o-ok a 
flight in ihatwo-iaaier 
version, an empBrienefi 
whkh ha describes ii 
'Ofla off tho mail 
eichilardtlnH fligha I've 
#yar had." He's 
equally enthusiastic 
about Oomark's 
aimulwion, rel**nng lo 
■t as "the nearest thing 
to actually f ly' n 9 the 
plflfia. This is no 
ovar-simplilied game 
- I was surprised at 
how accurate the 
model ie." 



SIMIS AT THE 
KREMLIN 

MiG-29 FULCRUM was designed &V 
The Kremlin bui actually programmed 
by Si mi 9, a Guildford-based company 
whose only previous product was 
Interdictor on the Archimedes. The 
main contributions came from David 
Payne, a Physics graduate from Surrey 
University and former employee of 
British Aerospace, arid Jonathan 
Newth who once worked in Pakistan for 
IBM. Their simulation software is 
designed using object-orientated tech- 
niques, and iswritten, inthemam, inC. 
The core of their development comes 
from their own 2D and 3D graphics 
environment toots and a simulation 
framework, 

The idea came about because the 
Kremlin felt that most of the American 
aircraft had already received the flight 
simulator treatment. The team decided 
o n s ftu ssian equ ivale nt wh i le br owsi n g 
through a copy of Soviet Weekly. 
During development they had par- 
ticular help from Tass, the Soviet news 
agency. This liaison is the reason for the 
I high degree of accuracy of the flight 
modelling - Tass gave the programm- 
ing team flight data and inlormation on 
the MiG s weapon systems, as well as 
g n li mited access to th ei r phot o 1 1 bra ry. 
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THE FIVE MISSIONS ari entirely fl.IHi.ranl both I" t»"ns ** lindstipos and 
akills rMuin* TMia or* (cod^eme Whii* Pegasus} is Ml In l*» "WfcWl 
Mlddl.-EHl.rn state d ajsrl.. whira Stneral H**ouz Has p™i>i™«l 
expansion ol JUsrlan tentorial *a1*r«. A Soviet ofl tanker was 
subsequently boarded and sunk and nt.HMHy ■*'■"■ ^**" 81 
bombing * ******* ** is .taut to t* Impl.mented by the So.lrt.lr 
force 11 .11 mis proves 1» «»*, 1"* Cornplw mod., l« n*U* !"• «"»•» 
of the aircr.lt ks rolled «ta "» ™»ll-nt lilt and tor** are c«nd«ll V 
I .l.m.U- aroyld.. ■«» chaHeng., II » a, tiird.r but ultimately mora 
satisfying way lo Tit' 

REALISM IS 
ENHANCED by the 

irncluMon Of real life 
tricks which only Ihe 
HiS pan perform. Far 

example you 1..11 c 

Indulge In some 'peed 
stick landing ahum 
3,000 metres from in* 
runway (to *ng,lr» Is 
twitched olf, end mo 
plane descends si in 
angle of 10*20 
degrees lo milnlain 
airspeed befora 
(anding Thre is .lu (to l*l-hl* mintat)w« a TtMun unique to Ihe 
uiG-m air display - which Hwm*si tuning from lev.l flight, nylng 
vocally, closing th. 1hro(to until th. nose starts lo fill. Mr. '*^«S "» 
slick and pulling away, 




AIR COMBAT le on* of 
the- MiG's strong 

points because ol Its 
resilience ind light 
turn us lltttd wtn i 
tel of airbrakes which 
raduci lite turning 
circle and prove uaatui 
in sieep ground 
attacks. The eervltt 
limn. Ii B.9g, though 
lha airframe c*n 
wflitstand 
conaldirably more. 
There's alio «n 
Optional iuloatabilissr 
for long-dislsrvce Isvtl 
lllghl- 



■ajpg MiG-29 IS ONE OF the best introductions to 
■ fi] the world of flight simulators you could ever 
.fi «n wish to meet because of its two skill levels. 
[■MM Simple mode allows you to pilot the plane 
almost like nr, arcade ihoot '«* up making itstjovto f\f 
once you master the fundamental controls. That isn tto 
say it' s a poor s i mu I alio n , si nee the leve I of ski! I req u i red 
tocompleteallthemissionsisenhanced by the variety of 

controls and conditions, riven so, the difficulty is 

considerably increased in the Complex mode wherethe 

MiG behaves almost as it would in a real life situation, 

each pa rt of t h e plane bei n g s u bject to incWvidirt! force s . 

Coupled togetherthese two modes make an ,mpressive 

simulation package, which is only letdown by coarse 
presentation. For example, there aren't many pre-flight 

customisation screens that you find in most other 

quality simulations - it would have been nice to be able 
to load a range of weapons and fuel, to examine map 
screens with wavpoints r radar and missile information, 
and to study technical information on targets. There are 
a few nice touches to bolster the atmosphere - Cyrillic- 
style lettering on the menus and nicely drawn pre- 
mission screens - but the extra bits you find tagged on 
to most flight simulations are sorely missed. The 
graphics are smooth and effective, with plenty of detail 
and more than enough viewing modes both within and 
without the plane, but you can't help feeling that there 
just isn't enough to do. However, if you are new to flight 
simulations this is an excellent place to start because of 
the split skill level. Even if you are hardened to it all 
there's still plenty here to enjoy. 

UNLIKE THE PC versions there is no 
Complex mode- However, Amiga owners 
■ ■ with 1 Mb or more of memory have a choice 
■Ml of three graphics modes: 200-line 16-colour 
(thefastsst), 256-line Ifl-cotottt i.biyger sceenl. or IM 
line 32-oolour (best display). 






AS WITH the Amiga version,, there aren't two 
ski 1 1 leve I s. I n all other respects i I sho u Id p I ay 
exactly the same though. 






■ " 
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ATARI ST.. COMMODORE AMIGA, TANDY AND IBM PC COMPATIBLES. 



tsfCfofr 1&Z& tfr WOW C4V tpH*4> 
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IBM PC AND 

COMPATIBLES 
PRICE £2999 

OUT Mow 

GRAPHICS 80% 
SOUND 91% 

PLAY ABILITY 85% 
VALUE 30% 

OVERALL 

80% 



Alpha Waves 

Lau rence Seotf ord gets in 



AMIGA 

PRICE 

OUT 



£2499 

Now 



ATARI ST 

PRICE 

OUT 



£24.99 
Now 




in tune with the 
cosmic web and looses himself in the 
first 'emotion software', Man. 



□ 



THE FIRST LOCATION is nice and miy Simply i«i« k ih * motile' a h#ie*l with • I** camera angla 
i.iti men conlrcrf the « alt's, mouon by rtiarMior ing the- prog«Hi of Ms shadow with a hign cam^a 
angla. A Goupl* of short top* Is all il lakes lo raictt Ih* writ. 



ALPHA WAVES WASH 
BRAINS WHITER! 

IF VOU EVER SAW Michael Caine being brainwashed in The 

Ipcress Files you Will know just how important light and 

sound is supposed to be for this sort of thing. 

In one sequence tfoo r M i cha e I is su bjected to a p rototy pe 

Acid House Party _ ,crts of loud, atonal sound, with lots of 

flashing lights, and not a lot of fun unless you are already 

brain dead. 
Recently certain entrepreneurs' have been exploring the 

more beneficial eff efcts of s u bj#C*l n g ou r senses to a ba rra g e 

?nf light and sound. The basic idea isthat 
your brain emits different frequencies 
depending on what its doing at any 
particular moment This theory was 
formulated by German psychiatrisl Dr 
Hans Berger. He did experiments 
during the 1920's with patients hooked 
up to an electroencephalograph 4a 
device for measuring brain activity). 

Dr Berger published his results in 1929, which revealed 
that normal day to day activity is characterised by rapid Beta 
wa ves (13-1 8 cycles per aacon d I, wh i I e a rel axed m i nd em its 
slower Alpha waves (8-13 cycles per second). As the brain 
sinks into deep a I eep it em its even slower Thata waves (5-S 
cycles per second!, while a state of complete uncons- 
ciousness causes Delta waves Hess than five cycles per 
second) lo be emitted. By subjecting the brain to audio- 
visual stimuli of particular frequencies, sympathetic 
frequencies can be set up in the brain to induce the required 
state of mind. 

The Japanese (surprise surprise! were some of the first 
people off the mark with a brain machine, This futuristic 
looking device consists of headphones through which the 
necessary pulses are emitted and a pair of goggles with 
lights that flash on and off at a complementary rate. By 
a d j ust i ng the f req uency of both the lig his a nd a u ral p u Ises 
the user can purportedly attain any desired state of mi nil 
Since their introduction brain machines have come out of 
the closet of crankiness and found some commercial 
success. So if you fancy having your brainwaves cooked, 
you probably only Wave to look as far asyour Vellow Pages) 



SOME DOORS ARE 

LOCKED (as indicated 

by the wir#-fr*me 

polygon hi front of the 

door). Alt j oil niml 10 

do lo pass is collect 

the corresponding 

wire-lramn *hap* 

which acts as ■ Kay. 



j 

LPHA WAVES is the third release in Infogr&mes' 
Crystal Collection, the first two being Alexei 
Pazhitnovs sequel' to Tertris, namely Wefltris 

(reviewed in Issue 24}, and The Light Corridor, a 3D bat and 
ball affair, Alpha Waves is the most abstract and or iginal of 
the th ree , a status whic h i s per h a ps i nev i ta ble cons i deri ng 
its subject matter. 

Al ph a Waves makes u se of the theory that ou r bra i ns e m i t 
particular frequencies depending on our current state of 
mind. By subjecting our senses to particular frequencies of 
light and soundwecan cause ourbrainto shift involuntarily 
into particular states from deep relaxation to extreme 
agitation. The idea is not new - brainwashing has madeuse 
of similar techniques for some time. Fortunately 
Infogrames' program has a more benign purpose. 

With a strange but manoeuvrable craft known as a 
'mobile' under your control, the objective is simply to 
explore as many of the 256 three-dimensional rooms as 
possible before your time runs out. 
The platform-filled rooms are divided into 12 areas. Each 
of these is characterized by 
different colours, soundtrack- 
sand puzzles, designed to col- 
lectively achieve a particular 
state of awareness from Medi- 
tation through to Energizing. If 
you want to explore these states 
at leisure you can switch to 
Emotion mode and play any of 
the areas without the added 
pressures of time and scoring. 





EB 



DOTTED AROUND the compln e< Z5* rooma are 
1i energy crystal* which provide extra tima. The 
crystal ahown hare- i* g/uaided by one -nl ll»a 
creature* *lso found hi th* eomplei. Th« affects 
a being has on the mobil* depends on its type, 




AS YOU CAN BEE, the dliplay can to* switched to 
* wire-Ira™ conttruclkm. It's less aiupctlve, 
sure, but It doe* Increase Hit apaed of play 9* 

slower machlnsc, 



ALPHA WAVES' effect is so dependent on 
colour and sound that you really do need a 
fast VGA machine with an AdLib sound card 
to get the most out of it- However, even with 
all the suitable hardware Alpha Waves doesn't have 
m uch of a last i n g appea I . I t's qu i le a n enterta i ni ng way to 
spend a few hours, but the problem is that as nice as the 
idea is there simply isn't enough variety to sustain 
interest. After a few weeks play the only state of mind 
that Alpha Waves will induce is boredom, Whether the 
light and sound frequencies actually do have some 
effect is difficult to tell - certainly no-one here noticed 
any difference. However founded the theory is, 
Infogrames should be given credit for backing some 
very original product. Let's hope that the three products 
that form the Crystal Collection aretheshape of thingsto 
coma, 

There should be no problems here. What's 
seen here is indicative of how this version 
should look. There's no reason why the 
sound will be any less effective than that 
heard on a suitably equipped PC either. 

The colours used in each room are limited so 
there's no reason why the ST version should 
not look as good as its PC cousin. Also, the 
simple but effective soundtrack is within 
reach of even the ST's sound chin. 
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SONY 

THE BEST DISKS 
DISKS 



103.5'DS'DO 
2C3.5"OS/DO 
3C3.5'D&DD 
403VD&TJD 
S03-5'DS/DD 

looa.s'Da-DO 

2O03,5'D&DD 
5O03.5'D&DD 



E5.9Q 
£11.50 

cie.so 

£21.50 
£26.50 
£49.00 
£89.00 

£210.00 



3.5" DISKS 

THE BEST SERVICE - 

USE OUR CREDIT CARD 

HOTLINE!!! 

ACCESS - »7« 73MM ■ 

VISA 

WEQNLYUSESC*YDlS*$ 

THE BEST AVAILABLE 

LIFETIME GUARANTEE 

SAME DAY DISPATCH. NEXT 

DAY DESPATCH WHEW 

ORDERED BEFORE 1PM 

PRICES INC VAT & 

POSTAGE PLEASE RING OR 

WRITE FOR MORE BET AILS- 

CHEQUES OflPO.S TO; 



SONY 

THE BEST PRICES 
AMIGA MEM 

NOCLOCK £34 00 

WTHCLQCK £39.00 

DRIVES 

AMIGA CUM AN A 
CUMANAST/E 



£75 00 

m 00 



DISK BOXS 

ONLY WITH DISKS 
40CA.PBOX 
90 CAP BOX 



£3.90 

£5.90 



HARDWARE DISTRIBUTION 

DEPT (TO), 19 DIVISION STREET, SHEFFIELD, SI 4GE 
TELEPHONE ORDLUS WELCOME ON S742 726485 



DIAL A CHEAT-LINE 



tor cheats, tips, pokes and secrets 
on ell computer and console games, 

ring now on 




0898-10-1234 



LIV1 ADVINTUtI HELPtlNE iStt 338 ?33 
7 OATS A WEEK, 13 NOON TO MIDNIGHT 

MIIIS POt «ST CHEATS, TIPS, ETC 
Send to: P,0. Box 54, Southwest Manchester Ml 5 #LV 

Prtpriltw; Jacqueline Wrtjht 

HctM «*k pcnnrMl#n of the penon who p«yi the till calls charged at 

S3p p«r Hltw Cheap Kate' 44p per mm at 41 other timet 




- ■ Eww » ■*[ H,l ^fc fm,Hl) M*. 

C#* CMiq«] 41 33fi pel mm rh»ap raw ana 140 pe irtn 41 ill oih*i linns 
1 : Ajk whoGv*i Pflvi phone b* J «>a__n 



MOTIVATE 

■:' perseverance and laking risks. . Aur«i 
: -wju»n«»a» Beta 1 3-JOHz Colour* 

•^-Dgfessmas 







£ IF AN 

DVERT IS WRONG, 

PUTS IT RIGHT? 

Wt *j ITh? Mivrllslnn Kundania AuUiom> ensures 
idvprtiicmpsui mrrt wltn tir Btrtrl Cgite of AdtiTLlslac 
Piwlkre. 

H " I'ywi aucsllfHi an MhTrUner, Uiry haw lu 

■ M-. !'.:- Li 1 UH. 

in 1 in I qui imm.' dtimiii Hil- \s \. \t\i-atn- nr|U' Hj 

Wii-rtlslrgSUB(Janls>jinnriU. Di-|4 x. Bnwk llciuc 

Sm-lneUui I'Jjfr. London WCIE 7HN 



ASA 



Ilk *H k Mai* h |»f tafrri.w u* Juki, |. ,*,,„ i^,,,, . 
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AN ASTRALV1SION PRODUCTION STARRING 



DIRECTED 
BY 



TERRY F1ED 



INTRODUCING 



JiQWOR, *" \ HORROR. - * /10RR0R. - j 
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Atari ST & STE 

AMIGA 

IBM PC ond com perl bles 









Millennium, Chancery House! 07 Sh Pauls Road, London Ml 2NA 
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Prince Of Persia 




Gary Whitta finds delight in an arcade 
adventure full of Eastern promise... 

T IS A TIME OF DARKNESS. Tha great Sultan has 
long since left the land of Persia to fight a war 
I across the sea, and the evil Grand Vi z is r Jaffa r has 
seized control of the land. His tyrannic form of government 
las left the country a grim shadow of its former self, and 
anyone with plans of restoring peace have been thrown in 
the dungeons deep below Jaffa r's palace, never to be seen 
again. 

For Jaffar himself however, one thing remains. Not 
content with absolute power over the land, he has taken a 
fancy to the Sultan's beautiful daughter. But, for all of 
Jaffar's wooing, the Princess is not interested - she has 
eyes only for a handsome young adventurer who has come 
to Persia from a foreign land. Outraged, Jaffar has had the 
doy stripped of his possessions and thrown in the palace 
dungeons. Now the Princess has just an hotir to agree to 
marry Jaffar or forfeit her life. 

Of course, you won't let that happen. As the imprisoned 
young adventurer who has just managed to escape from 
your cell in the palace dungeons, you have 60 minutes to 
-akc /our way to the top of tha palace and revcua fte 
Princess, But the sands of time are already running out. 

J a ff a r's p a I ace i s m a de u p of 1 2 1 evels, starti ng deep in the 
dungeons and progressing up through the Ifthyrinthiflfl 
:astle to where the Princess is imprisoned. The Prince's 
objective in each level is Simply to reach the door that leads. 
to the next. But of course it's not as easy as it sounds... The 
multi -storey,, flick-screen levels are riddled with deadly 
traps, yawning chasms and crumbling platforms that can 
send you plummeting to yourdoom at any moment, It's too 
iate to turn back now, 
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PRINCE OF 
PERSIA 

Brodertound 

And Qomark 



AMIGA 

PHICE £24.99 

OUT Nnw 

GRAPHICS 92% 

SOUND 9Q% 
PLAYABILITY 94% 

VALUE 90% 

OVERALL 

93% 



ATARI ST 
PRICE £24,99 

OUT January 1991 



IBM PC AND 
COMPATIBLES 

PRICE £29 99 

OUT Now 



THE FIRST LEVEL. Is the smallest or them all and, 
thankfully, not too diHIctih §o you cm get into 
the swing ol things. Having loal your 
pc*i*s*ions, the lap priority it id gel hold of a 
sword without on* you are no maWh tor the 
palace guards. 




OUR HERO'S ENERGY (represented by those 
little arrowi at In* bottom ol (he picture) is 
limited ana should he till too far 1m can wind up 
injured or even daao. Even lining deliberately to 
get onlo a lower platform can hurt so it s safer 
lo climb down by hanging from a platform and 
then lotting go. 




POTIONS DOTTED around the palace, have 

different alleela. Some recoup and incraaea your 
energy, but only trial and error will tell you which 
coloured portent should be drunk or avoided, 



?UH YOUNG adventurnr is an articulate 
character whose stamina ia matched only by his 
ability to adapt lo almost any situation. Ho runs, 
ticnpi and tlimbi from platform io platform, and 
even take* careful 'walking on eggs' steps ta 
Haitian himself perfectly for a Jump or dinar 
seel** movement. Careful steps also nave one 
other distinctive advantage running creates 
■nomentum. and you may have to skid a lew 
more foot balore coming to a complete halt, 
• nith Is often enough lo send you over the edge 
el a platform into a chasm. 



IT'S VITAL 10 master the art ol lumping at It's 
often 1 he only way to get from one pan or the 
screen to the other. A run-up Is necessary lor 
really long lumps, although tha shorter platforms 
aren t particularly accommodating tot Ihla, 
Instead, careful step's are used to get as dose to 
Ihe edge n1 the platform aa poa-aiWe before 
launching yoursell forward. In trua Indiana Jonas 
style, even If your jump la abort you can itlll 
make it by grabbing onlo tha larger ledge »* you 
'»H arid pulling yourself up 





THE SCENERY CHANGES price you get out of 
tha dungeons end into |h* castle itself at around 
Level Five. Now the backdrop la decoreled with 
tapestries hanging Irom marble walls. Bui don't 
expect the going lo gel any aaeter. 
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A PRINCELY 
PROGRAMMER 

RINCE OF PERSIA 






SCREEN EJCITS are sometime* blocked hy iron 
partculhHi- They c*n only bt opened by tlndirig 
«np\ activating Inn relevant switch - wt»l«h 
com** in the lorm ot ■ raised rioor Me Trouble 
Is, ih* gates don"' »"■* *P*" *" lort 9- antl * ln ™ 
lha awrtch Ian I always on lha same screen « can 
be pretty hetilc aa y»u race It- gal through the 
portcullis before II slam* ahuL To make matters 
worst some gilt* «™ ■!» eonhoHad *** ■ 
second *«llch which •1am* II ahuL so watch out. 



ALL Of TH6 GUARDS ire aceoropllaheQ 

Hwordflghter s. Tb* akW lave* Of your opponents 

increase* the f urth** up the cs*lle y du go- Vour 

sword 4a drawn autorfiiHeslly on encountering a 

guard, and Irom then on y«J have a simple array 

of muves wilh which to win - alrlke. Wot*. 

advance and retreat. F«ghl theory is simple 

enough; a unit ol energy Is- lost lot every *wo*d 

blow thai hits horn*, and whoever runs ou| lirsl 

loses. A* the- guard* become mc« adept Iht 

lighting DKontei more dangerous, »n|h cattle* 

sometimes tiding place 0" me edge* £>T 

precarious ledges And cm crumbling Hoar*. 
















Karf< 






rtc 
w. 



meth 




AS VOUO EXPECT In 

an anchinl castle. 
sncrat passage* 
aplenty are there tor 
the finding. Jumping 
up to knock the tiles 
above li lha only war 
to identify th* 
entrance to a secret 
passage Look closely 
10 lire right of that 
pillar In the centre of 
lha picture end you 
can sen lha Me 
mmilng. If yew were to 
jump the drop and hit 
lha III* itsalt il would 
fall (mind II doesn't hit 
you you lose 
energy). Now you cart 
t limb up and diteover 
the secrete ol the 
passage. . 
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an PRINCE OF PERSIA appears 10 be little more 
TWthan a straightforward exploratory romp 

■ with some impressive animation, but il 
^B quickly reveals itself as most gripping 
arcade adventures around- Its success is down to a 
combination of a highly articulate and yet instinctive 
control system and the fact that all of the problems are 
overcome bv a seldom seen blend of mental and dextral 
skills, The result comes dose to capturing the feel of an 
Indiana Jones-style adventure flick where the hero gets 

into all sorts of trouble but is somehow constantly 
hanging on by tbeskinofhisteeth.Thewholepackage is 
rounded off by a pleasingly-original Arabian theme, 
Further enhanced by the atmospheric music score and 
some suitably Far Eastern scenery. Prince Of Persia is 
supremely playable, mrill-a-rninute entertainment 
wh i ch takes t he concept of ad ve ntu ri ng back to its roots 
where it belongs. 

■jjaaapaaaV YOU WON'T be disappointed with this one. 
[ai Broderbund hasn't taken advantage of the 
f»J STE's capabilities, but then apart from the 
Li SOi jnd there's little point. Even so, there's 
nothing offensive to the ear on the basic machines. 







SMALL HOLES In the floor tan only mean one 

tiling. - apllie traps. These lethal devices activate 

whenever you approach, producing a set of 
razor-sharp spikes jusi waitlna for you to fall on 
Iheftv They often lie el in* bottom of chasms and 
below sections ol crumbling floor, making them 
all the roP«t dangerous. The ce?*lul step comes 
in handy here once again, allowing you Id stroll 
through tplke Hup* wltti «»»*■ 
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EVEN WITHOUT taking advantage of the 
AdLib and Roland support. Prince Of Persia's 
every bit as entertaining in Hercules, CGA, 

EGA, VGA and Tandy. 



EVEN MOflE DEADLY thin lha splM traps art 

lhase snapping raaor gates Be so much 19 a 

spill-second out an lha way through and you get 

chomped, Ih* Mood taatalulry staining the ilael 
aa It rise* and lalli- 
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j^ TH& fcWEKQF THE EAST IS STAINED WITH BLOOD 

India it the beginning of the Nineteenth Century. The 
Emperor's grip is weakening. \A11 over the country rival (actions 
6$d for power. ^ffA.1 LAjZJs. 



>& 



$his is your efaanceto chSrtge the course of history. Take the 
role otany one of the six contender for the Empin| and 
prepare to mat* India your own. Capture opposin&iates, 
grapple with brutal 'riots, siige^vish processions & impress 
your rivals and counter assassination ftterpp 



Sp^c^^la^sf«iery ft |fch native colours an. 
erotic animated sequences.. ^ v 

Control any one of six different rulers, in 
this the ultimate arcade strategy challenge. 

Epic cinema- style presentation. 

Stunningly atmospheric soundtrack. 

Stage elephant races and tiger hunts. 

Face natural disasters: earthquake, flood 
and famine. 

The future of the Empire is in jgur hand; 
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naaSm Available on MET 

CBM 64/128 & Amstrad cassette & disk, 
Spectrum cassette, Amiga & Atari ST. 
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Available on 
CBM 64/1 28 & Amstrad cassette & 
assette, Amiga & Atari 
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Laurence Scotford joins those magnifi- 
cent men in their flying machines as 
they go up diddly-um up over the war- 
torn fields of France and shoot each 
other. 



IKE -POUR LEMERITE' r or The Blue Max'asitwas 

known to British pilots, was something to be both 
I admired and feared, it was an award bestowed 
only on the very best German pilots of World War I. When an 
allied pilot challenged the recipient of a Blue Max he knew 
that hs would haveto call on superhuman dogfighting 
skills; if he was to return alive. 

Unlike now, when the machines practically fly 
themselves, then the a if craft we re often ex peri menta land 
frequently unstable. Simply flying them 
was hazardous enough - using them to 
light required tremendous skill. Three- 
Sixty's attempt at a World War J aerial 
simulation attempts to capture the 
'ension and exhilaration of flying those 
crates. As with any recent simulation 
worth its salt, Blue Max features gut- 
wrenchingly fast 3D displays (although 
owners of slow PCs can and should 
ignore those adjectives). But Blue Max 
has a broader compfement of display 
options than its counterparts. It's even 
possible to 'turn' the pilot's head to look up and down or 
from left to ri gh I ft h e speed at wh ich th i s occu rs wou I d see m 
to indicate a pilot with an extremely stiff neck, but it's useful 
nevertheless I, 

There are no less than four variations on the theme 
i n eluded i n B I ue Ma x : P ra ctice, Action Dogf i g h t, T wo Pla ye r 
Dogfight, and Campaign. Practice isthebest place for vi' i.j in 
pilots to begin. You start in the sky, trundling along with 50 
per cent throttle and an enemy plane heading straight for 
you. But relax... Although he won't make things easy for 
you, he doesn't shoot back so you can lake pot shots at him 
without fear of reprisal. And you need all the practice you 
can get if you are toaurvi ve a real dogfight - the computer is 
a damned fine shot. 

lf you have a friend to hand (ho hum) you can always try a 
two player dogfight, in which you should at least have a 
more evenly matched opponent. Unfortunately there's no 
option to link two machines. 

Once the basic skills of flying and shooting are mastered 
it's worth tackling a campaign. In this mode missions 
involve Patrols, Defence, Bombing, Photo Reconnaissance 
or Balloon Busting. Each time you safely complete one 
mission you are given another one, and so on, until either 
the campaign is successfully completed or you are killed. 
If you discover that your flying skills leave a lot to be 
desired then Blue Max is still not a complete write off The 
designers have 
thoughtfully in- 
cluded a two- 
player strategy- 
based option, 
which uses the 3D 
graphic system to 
show moves plot- 
ted on a grid di- 
vided into hexa- 
gonal icnes. 
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BLUE MAX 

Three- Sixty 
And Mindscape 



SEf ORE VOU FVEN BEGIN 1c play Slid Hat the 

dumber of available oplionj *■!■ imprest. It'a vwy 

any to tailor 1 he program to iuir your syalftfn 
and ptrwnal prefaranpes. iron eer> even liter th» 

r graphic* 
modi iHSm 

this panal 





THERE IS PLENTY of ground detail in 

Wue Mm. You can even Ity unoVrr Itte 

bfldg** If you era akliled prujugh - 

though this Is not recommended lo those 

d a nervous disposition . 



BM PC AND 
COMPATIBLE 

PRICE £34 

OUT Now 

GRAPHICS 9tr 
SOUND 85% 

PLAY ABILITY 87% 
! VALUE 85% 

OVERALL 

90% 



Max 



ATARI ST 

PRICE £29.99 
OUT January 1991 



AMIGA 

PRICE £29^9 

OUT January 1991 



LOST SIGHT of your 
opponent? A quick 
look over the- wing 

may wall locate him 

again. Ol COurM 

having tu tumble for 

Ine right key I* not a* 

easy as Ju*l turning 

your head but Iff 

baiter thin nothing. 




THE CHASE PLANE view hj handy l0r tryJnfl ^ 
manoeuvre*. You can tea aiactiy what enact 
your foyaljck manipulation i* having on the okt 
cabbage crate. 



THIS IS EX ACTLt* what you don '! want to W In th* middle of | dogfight 
« in opponent gate on youf leil yog have a fraction of a aammd to take 

avas.ve action before in, i»ml of bullet* ripping through canva* 
accompanies th* drone of your eftgdna. H you erant quid. anougn l| may 
be lh« last thing you hear 



I 
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THE AIRCRAFT 






THERE ARE EIGHT aircraft in total, four for each side. 
Here's a quick-start guide for spotters.,. 



ALLIED 

SnawKh Carnal 

Tha most Iftmous World 

War l airman, and 1he 

moat suec#sstul : it 

claimed more vifrbms. 

than any olher. II also 

had a limried bcrnli 

carrying capacity winch 

proved devastating for 

anamy mlantry. 

Sped VII 

The fcgmesi and fastest 

aifcrah to emerge 

during thta period, At 

tha hands of an 

experienced p*n it 

could essay c*nBouftd 

the f^iamy with ila 

0g lv 





PP»a* ■ 

MMUMBta 











St&M 

A 50M and wliaWfl 

airtra* capable Of 

laking a lot of 

puntsrimerH h diri 

however, occasionalty 

iuflar probknns w«fi its 

synchronising gaar 

which resulted in Bw 

prop being damaged By 

buHels 

Niaupon Nle i? 

Another popular chocs 

n ongmally had rls gun 

mounted on n* lop 

wing, but synchronism! 

gear was added later It 

was unusual ifi *1S ability 

to eleclrically l" a 

racfcete Irom its wing 

struts. 




AXIS 




iH 

A Wy dura** machine 
canBlrucied entirely of 
plywood. 11 was 1he *rs,1 
imi-cjuiiner produced 
during If* war, and one 
of tha pUnts flown by 
Me Red6artjn, 
Germany regained its 
air supremacy thanka to 
this mafihlna. 

Foktar OKI 

An aarty Fokker which, 
despite seeing Irttte 
flctwa service during She 
war. was an extremely 
taped*) machine which 
beaded a top speed ol 
tOflrra* and twin 
Spondaiu machine guns. 

FeMer DH 1 

The plan* |h»t made 
Tha Had Baron a. 
legend. Its design was 
inspewJ oy that ol the 
Sopwflri Triplans and n 
wag capable o* I03mun 
at an altitude ol 13.000 

ha* 

Fokkar EIH 

A rnono-pianB thai was 
initially used at an 
observation plann 
When the body was 
made slurdier and 1he 
engine improved it was 
put into service a* a 
reliable lighter. 




AN ALTERNATIVE le lh« full *creen view i* Ihla 

one. Ita * little mOr* reelr lct»d out you do 9*1 a 
full control panel rather lhan a liny ttetua strip. 
Thki mode is also lha only one which allowa ttw 
pIM'a view Is be panned and tilled. 




WHEN VOU GET BORED 04 naming it (nil with 
the computer you can alweys try your newly 
acquired flying akilli on a human opponent. A 
nice louch la the arjMHy to either light each other 
or fly together against ccmpuler-contrOlled 
opponent!. Either way It's great has, despite the 
reduced lorward view. 



THE STHATEGV 

OPTION l*» 
completely diB*reni 
Hettle ol flan, 
providing 
entertainment lor 
Iheea joystick rerhs 
that continently set 
shot down 30 second* 
after getting into M 
alr. CaCh motrt Is 
pie-planned on lha 
heiagonel grid end 
(hen anown on the 10 
display 






OHCE YOU *BE eOMFIO€»iT ol basic flying and 

dogjflghting lha iulMjIown Campaign* can be 
ruckled. There are three scenarios Bloody April. 
Battle 01 Amlena. tnG Luttendorf OHenalvt. The 
mleelons you ere asalejned to depend on whether 
you choc** lo play an Allied or an A*t* pilot. 



eejssssssjsl AT LAST, a flight simulation that is 
J B J ej accessible, fun, and provides lasting enter- 
^al^ tain merit. Trie nice thing about Wq rid War I 
fighter simulations is that there are no 
conf usi rig ba n ks of co ntrola to worry a bout - if you own a 
decent analogue joystick then you should be able to fly 
most missions with only very occasional key presses. 
The two-player and strategy options and the high 
deg ree to which t he bas i c gist can be custo m ised a dd its 
t h e va lg a Of cou rse i t's the sa me o id story with regard to 
speed. On an B02B6 machine running at leMhi Blue Ma« 
maintains a good speed with a lot of detail but it gets a 
mite stodgy with the addition of clouds. If you own e 
slower 80286 machine you can probably keep up the 
speed by switch i ng off some of the deta i I or ru n ni ng it i n 
E G A ( urgh I ) , but BOBS owners ca n f o rget it. The only f « a ' 
criticism is that the computer-controlled enemies fly a 
I ittletoo well and firea bit too accurately for realism. The 
hits are continual even when performing ridiculous 
aerial acrobatics to avoid the bullets. Tq be fair though, 
this is a very minor blemish on what is otherwise a 

superb simulation. 

THERE SHOULDN'T he much of a problem 
here. All being well this version should look 
and play pretty much liketheEGA version on 

PC. 

YOU CAW EXPECT the basic action to 
perform fairly well on the Atari. The major 
differences w i II be no &a m pled sou rids and a 
colour reduction. 
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A new 16 level MISSION DISK featuring new maps, aliens and graphics. 
Available on Commodore Amiga and Atari ST at £14.99 
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Available for IBM PC Compatibles and coming soon for 
Atari ST and Commodore Amiga 
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Four Ml Abrams Tanks. Four soldiers in each. That's Four Tanks, 
Sixteen Men. And you control the whole shooting match. 





9£ 



:w& 




■ Leadership. Each- of the 1 6 rnerj 
in your tank platoon has his own 

battlefield skills and abilities 
Improving with experience, 
promotion and decorations, your 
chances of success-increase as 
your platoon become battle 
hardened 




fBt/ SCREEN 5HOTS SKOWM ACWAt. SFJOT3 




■ Strategic and tactical 
command. Plan your winning 
strategies, giving orders to your 
platoon of tanks, caiiing in. 
airstnkes and artillery , At any 
moment you can 'jump' :nto the 
thick at the action, taking over 
direct control, as commander, 
gunner or driver of any tank. 

■ Realistic Battlefield terrain. 

Make use Of natural cover, such as 
hills, ridges and buildings to hide 
your tanks, across the huge 16,000 
acre 3-D battle zone, just like a real 
tank commander 

■ High-tech war. Laser 

rangefinders. depleted uranium 
penetiators, wire-guided missiles, 
reactive armouf air support and 
artillery make M 1 Tank Platoon 
the most comprehensive, up-to- 
date simulation of armoured land 
wariare available lor your. home 
computer. 

Ml Tank Platoon was released tor IBM 
PC compatible machines In October 

"MicroPros^ has surely excelled on this 

one: It's alt there, from superb playataUity 

through great attention to detail to one 

ol the best manuals I've seen in a long 

time. The competition should watch out, 

as this one's going to lake some 

beating." *"" PC Leisure Spring '90 

" I cant really fault Ml Tank Platoon as 

it's dellnitely MiciaProsos most 

comprehensive simulation yel." 87% 

C&VG Nov '$» 

The most frlghterungly accurate tank 
Sim we've seen." 926 Ace Dec 'A9 




■ Endless variety. Fight during 
the day. at night, in snow, mud;' 
ram or clear weather. With 
thousands oi battlefields and 
millions ol situations and you gel 
endless enjoyment. Decide 
between sangfe battles or art entire 
campaign. 
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For just £1.95 PC Leisure gives you playable 
preview* of PGA Tour Golf and Where In Europe 
Is Carmen Sandiego - cuclusives from Electronic 
Aits and Broderbund. 

Get into the festive spirit as PC Leisure shows you 
how to mm your PC inU> > home entertainment 
system and takes the wraps off the most cracking 
Christinas games. 



i in 



noniss, wtth * 

mrma of !■** » f 



taatadl 
of thai Francd ■ 
A principal <Mp« 
i» th# ft m il Bin ; 



LMatt CrhM 
Oo to Wrp 



#> Qj leisure 



On Sale November 15th - only £1.95. 
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Gordon Houghton does the rounds 
with an innovative new golf simulation 
from the makers of the classic Leader- 
board. 



IEADEHBOARD was arguably tha firs! golf 
simulation to make any Impact on home 
computer owners because it contained three 
major innovations. The first was a realistic first-person 3D 
display, the second a flexible but simpfe shot control 
mechanism which meant that the courses tested your ski I Is 
rather than your patience, and the third was realistic ball 
moveme n 1. 1 Is prog ra m mer s were Bru ce a nd R og e r Carver 
- who form the core of the Links team. 

L i nks is a n atte m pt to create t h e most com pre h ensive g II 
simulation to date Paradoxically, it onlycontainsoneset of 
18 holes - the Torrey Pines PGA golf course - but 
reproduces it in minute detail, rather than opting for the 
more or less standard plurality of courses in other golf 
simulations. This is because the actual course is less 
important than the system which conveys it - VGA 
g ra ph i cs, dig i tised sou nd effects an d speec h , a nd as wi de a 
r afige of alterable parameters as you will find anywhere, 
including up to eight players taking part, a selection of 2£ 
clubs, wind and ball lie, snd even the ability to change youi 
Stance. Access already has several course disks in the 
pipeline, so that once you have completed Torrey Pines to 
your satisfaction you can try a new set of hazards. 



ALL THE ACTION 

takes place on lh« 

T$«ay Pint* course, ■ 

partof Itta PGA tour 

since 1952, To 

recreate It in i-iid 

detail lh« 

programmers played 

it. look 5O0 aerial and 

landscape 

phOlCMjrap*1B, 

video-taped it. 

obtained 

topographical and 

grading drawing*, 

■gathered inlormation 

about the weather, digitised the actual course vegetation, and rven 
Included trie clubhouse' It all uses about 70O.MH) bytes of course data. 





GETTING INTO A SUNK EH rt easy but 

(reel)BtlGallyli It's hare to play a shot of any 
subtlety out again. At least you don't havt to 
worry about getting sand in your lac* or raking It 
wh»n you leave. 





H ITT ING THE BALL can be at simple or 

complicated as you like. Ones you have decided 
on the type ol ahor, aalacted your club, and 
t*k»n in1o accoum factors such aa wind and 
bunksra, there's a standard power 
rneter-cunvanap indicator (the circular bar in the 
centre ol lift lean panel). Because at the amount 
of control- you hair* over every shot, yc-u can hit 
the bill |ust abom anywhere, including out of 
bounds. On« novel laalure about Links ia that - 
unlike mast golf simulations - a severe eicett 
01 power meena a loss Ol control and an undsrhit 




M AN ATTEMPT to la*.* the experience of 'being there' to new limn*, tha course Is designed In full 254-cotour 
VGA, This crealaa en unparalleled subtlety In contours, and allows Its* action to be recreated wllh superb realism 
Judge lor your-falt 



LINKS' SUBTLETY Is further enhanced by the 
ability to radically alter the way you play thole. 
You can fine tuna them by Adopting an open or 
closed stance, or by opening and closing the 
club lace. 
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Access And 
US Gold 



IBM PC AND 
COMPATIBLES 

PRICE TBA 

OUT TBA 

GRAPHICS 91% 
SOUND 90% 

PLAYAB1LITY 90% 



VAI UE 



SS% 



OVERALL 

89% 



AMIGA 

PRICE 
OUT 



TBA 

TBA 



ATARI ST 

PRICE 
OUT 



TBA 
TBA 



NB! 

Please note that Links 
is currently available 
on (he IBM PC and 
■compaiihlrjs from 
Sohwsn; Circus Ltd, 
The piaia, lM Q*lord 
Sires!, London WIN 
BOP. Tel: 1071)436 
Zill Tha pnet: 
ES9.96. 

GOLF: THE 
STORY SO 
FAR... 

NO-ONE KNOWS Ihs 
e*act origins of golf, 
but a crude Inrm of 
the spo n wns played 
in Hoi land in the- 13th 
cenrury ■ it was 
known ai- 'spr-l maMen 
coiva' I'rjame played 
wilh ,1 club'i. The Tills 
was then shortened 
simply to 'coIvk'. 
which over the 
centuries was 
corrupted lo "coif snd 
finally to golt. 

Soil's official birth 
occurred in ScotlanO 
in tha 16th century. It 
B sinori such popularity 
there that King James 
If banned it in March 
1-457. Despite this, it 
temainBdthe national 
sport. 

The oldest golf tlub 
in the world is also 
Scottish the Royal 
B-lackheaih was 
founded in 1608 I St 
Andrews was founded 
In 1754I. The iirst corf 
ba Is were made o1 
leather sluffed with 
tealhsrs, but were 
replaced by tha He 
made from gufla 
percha <n tS48. The 
rubber cored variety 
imyenied in 1899 and 
standard lotiay) were 
widespread by 19W. 
Sleet club shafts were 
authorised in the US 
in 1925, and in Hritain 
in ii.ii 
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LINKS 

Access And 
US Gold 

TRIVIA - OF 
COURSE' 

Mary Qucon Of Seels 

was the firBl woman 

10 play the sport. 

The lowest legal drive 

wai LM1B of 515 yards 

by Michael Austin (las 

Vegas I. Tha , cnn ,!S " 

drive ever ^as on ice. 

Nils Lied hit a t»H 

?650 yards across an 

ic-B Field in Antarctic* . 

Tommy Armour lost 

hi? eya in (ha Pint 

World War, but Hill 

won the H2T US 

Open Golf 

ChBmpkmthlp- 



Sfiwy Balle-staros 

usad to- salve his 

jolting n'obl«ins bv 

listening to- hypnosis, 

tapes in his hotel 

room before a 

tournament. 



In 1970s gama of 

ladies gall on ihe Is'b 

01 Bute w*s 

interrupted by a 

torpedo accidentally 

tired tiy a Royal Nev-y 

submarine - ittanded 

on the ririt grBBn. 

Tho youngBst player 

ever to score 3 

hols-in on* was 

fiveyBarolel Corby 

Orr, ai tha Piuepside 

Course in Tex**- 

In a compel ilksn at 

Pescehaven in ISM, 

Mr A J Lenns toolt 156 

putts pn one p,rBen 

without holing 
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there are two 

action replay options.: 

one allows you to 

view ywr fthot from 

the first-person 

pifipieetlve, trwoJher 

from where true ball 

landed, Particularly 

good strokes are 

rewarded wllh suitable 

camnwsnls, such as 

"Nice shot'" and "Get 

Ihorpi" The comment 

•you should try 1o 

n.uid is "Looks lllce I 

nil the Ires. Jim!". 




AT ANY TIME you cart overlay a contour grid on 
any part nt the landscape, giving you *■> evert 
dearer sight ol Ihe pitfalls ahead. This is 
pjiriiL-ularly us*M on Ihe green*. Unfortunately. 
the pin le placed randomly avery tint* you play, 
so no round is evir quile the same 



SELECTING THE Top View of a hole act****.? 
this ovarhead display- Trie position ol ««ti player 

11 clearly merited, and by moving the cursor lo 
any spot on the map you can find out iuel how 
far you have progr**aed from the lee along with 

the remaining distance to the pin. 
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THE PRESENTATION behind Links could 

hardly be better - the VGA in particular 
works superbly, giving (for the first lime in a 
golf simulation) a sense of the contours and 
depth of a course. The sound effects are just right too, 
with a n atmospheric com bin at i o n of i mp ressive speech 
samples, unobtrusive bird-twitterings, and the spot-on 
sound of club against ball and the ball rolling into the 
hole. The payability behind this is equally impressive' 
the huge number of parameters make it a golfer's golf 
simulation rather than an arcade player's, and it takes a 
lot of practice even lo achieve par. This is no bad thing 
though, due tothe fact thatthere's only one course, and 
you do a eta genuine sense of achievement when you hit 
y ou r f i rst bird i e becau se it was s u ch a 1 no tim e com i n 9 ! 
The one factor which prevents Links from being the 
ultimate golf simulation is the speed at which the 
program redraws the viewpoint on slower PCs if the 
graphical detail is high it can be excruciatingly slow and 
definitely impedes your enjoyment. Even so, there's 
more than enough here to please arcade payers and 
strategists alike, including some cute features such as 
the ability to change your playing stance or print out 
storecards. To appreciate Links to the full you need 
preferably a 386, a hard disk, sound support, and some 
ex panded m e m ry - if yo u h ave th em, it easi ly becomes 
a m atch for PGA Tour Golf , £ ve n if you don't meet t h ese 
requirements, Links is still one hell of a golf simulation, 
THIS CONVERSION is being developed by 
US Gold over here, and scant details are 
available. One thing is sure though: the 
range of colours will not be available, 
although there's a possibility tbatthe speech and sound 

effects will remain Ihe same. 

THIS ONE'S also being developed by US 
Gold, and what applies tothe Amigashoutd 
apply hare. 




effects will 

m 
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NO GOLF 
SIMULATION la 

complex without a. 
scorecerd, but Links 
even allows you to 
print out the damage 
after Hi* round has 
finished, If y4v c*n 
stand trie humiliation 
tn*t ill... 



GOLFING GAMES GREG NORMANS ultimate golf leaderboard 

Gremlin 
Q A L RE A m re techn ical and deta il ed golf 

THE FIRST computerised golf course simulation it would be hard to find, 
was created in 1973, developed by two but what it gams in detail it lacks in 
American companies, Optronics and realism The poor ball movement 
Te«as Instruments. Leaderboard 11986) ™d lack of subtlety in the 
was arguably the first to realise the presentation of the greens mar an 




courses guaranteeing testability. 
cess And US Gold Random factors such as wind and 

One of the first golf simulations to ball lie. and a few neat presentation 
appear and - if you can take the lack touches make this simply the best 
of frills - still one of the best, Lacks 



ther 



the sophistication of today's 
simulations though. 



arcade power of Ihe sport, following a 
host of inferior two-dimensional 
efforts. Here's a quick round-up of what 
Links' competition has to offer... 

CALIFORNIA PRO GOLF 
15 Blitz 

This budget-priced simulation 
nt enough attempt for the 

money, but suffers a serious lack of 
credibility - where would you find 
clumps of trees in the middle of the 
course? Its major flaw is that the 

view switches from 30 to overhead 
at every green 



otherwise comprehensive simulation. 



JACK NICKLAUS' GREATEST IB 
HOLES OF MAJOR 
CHAMPIONSHIP GOLF 
Accolade 

Now available with a matching 
course designer, this four-course 
wonder is visually unappealing. It 
does feature some (bland) advice 
from the man himself, but the screen 
takes an age to redraw after every 
shot and the general feel is clumsy 



MEAN 18 
Accolade 



WORLD CLASS LEADERBOARD 
Access And US Gold 

The Leaderboard concept has been 
flogged to death, but this is the I 



An early attempt to combine strategy in the series. It features detailed. 



with arcade skills, this spawned a 
couple of Famous Courses ISt 
Andrews and Pebble Beach) but 
never quite achieved greatness, It's 
available on Accolade's All-Time 
Favourites compilation. 

PGA TOUR GOLF 

Electronic Arts 

The most accurate and playable golf 

simulation so far: incredibly easy to 
pick up and play, with four tough 



horribly tricky courses and the same 
basic but addictive arcade-style 

gameplay. An excellent introductior 
to ihe computer sport. 

WORLD TOUR GOLF 
Electronic Arts 

Available for tenner, and now 
looking a bit long in the tooth. There 
iiro bags of features in there but the 
visual display is crude and the ball 
movement unrealistic. 
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OVER A YEAR 

THE CHARTS 

...OVER 100,000 SOLD! 

The 8-bit soccer game of the 80's becomes the 16-blt sensation of the 90's 
with the release Of the long-awaited Atari ST and Amiga versions. 
When EMLYN HUGHES INTERNATIONAL SOWER M^^torCBJ, 
Spectrum and Amstrad, reviewers were amazed. It ra ft" ^" f^^'" 
Sinclair User, 68% in Games Machine 91% in to^^^UwM* 
in Computer & Video Games, 887 in ACE, Game of the Year in CCI we coum 
goon forever! 

Now with the release of the Atari and Amiga versions reviewe '' s iK are ^?i" 9 
torThS dictionaries to find new superlatives, ZERO described ^e game as 
?otahv e,£ Sim the sound as 'absolutely brilliant 1 89% ; Your Amiga rated it 
the best Soccer simulation to date - 95%'; YC World Cup Winner 97%. 
Forget the rest - there's only one EMLYN HUGHES INTERNATIONAL SOCCER! 

AUDIOGENIC SOFTWARE LTD 
Winchester House, Canning Rd, Wealdstone, Harrow, Middlesex HA3 7SJ. Tel: 081 -861 -1166 




N 1979 a little seed called Viz was planted in 
Chris Donald's back garden, Kw Viz 13 arouni 
I million fast tall and bearing big fruits. 

Viz is full of swearing and enjoyed nationwide by people 
from all walks of life, from students to bankers. It's also* 
apun offal! manner of merchandise, from T- Shirts to honw 
computer software. 

Viz on the home computers is a new Joint release from 
Virgin Games (who publish computer games) and John 
Brown Publishing (who publish Viz; 
The Comic). Unlike Via: The Comic, 
which is made up North somewhere, 
Vizonthe home computers is beingput 
together by Probe, perhaps bestknown 
for its arcade conversion work. 

But Viz on the home computers 
probably isn't quite what you'd expect. 
It's not like moat comic-related com- 
: uter fare to date, which has been in 
the arcade adventure mould (move a 
character around some scenery, col- 
lecting objects for use elsewhere >, Via 
on the home computers is a race. 

"We decided to go for a race game 
instead of an arcade adventure simply 
Decaus* we wanted more of an arcadey 
'eel," says Probe Producer Jo Sonar. 
*We didn't take the easy way out 
Instead we tried to achieve a game 
involving the Viz characters, but 
which is really funny in its own right. 
The use of speech bubbles and graphics 
*dds to the humour." 

The contestants in this race are 
Buster Gonad, Biffa Bacon and Johnny 







Fartpants, with the two characters not chosen by the 
player controlled by the computer. 

"We chose Buster, Biffa and Johnny as contestants,'* says 
d , "because they "ve all got a special power - an interesting 
anatomical anomaly If you like - that can be used in the 
game. Johnny Fartpanis can jet around the screen, Buster 
Gonad can bounce on his balls, and Biffa hits people. It's 
more difficult to use characters like Sid The Sexist who J ust 
drinks lager and tries to pull birds, or Billy The Fish Who's 
erm... afiah, The main characters were 
Chosen mutually as the ^.characters 
moat likely to work well. They are also 
some of the most memorable charac- 
ters in Viz - even people who don't 
read the comic have heard of them." 
The special powers aren't readily 
available though. You have to earn 
them by means of a simple best of skill . 
"You have to play a sub -game before 
each level," says Jo. "They're chosen at 
random but all involve Joystick waggl- 
ing. There's six in all, two for each 
character's particular quirk - like the 
Johnny Fartpants High Altitude Guff- 
ing competition. The higher you guff, 
the more Special power tokens you get 
for using in the race. You have to use 
them judiciously throughout the race, 
and it's essential to use them properly 
later on. Biffa goes Into a frlggln' lager 
frenzy and flails about, knocking 
everyone down. They only last for a 
certain amount of time, and you might 
bump Into something or fail down a 
hole so you have to be careful where ► 
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► you use them." 
The race takes place through "Ave parts ofthe F\ilchester 

environ", with special guest hindrances from other Via 
characters. "You start In the countryside, where there's 
people like Bertie Blunt andhis parrot - who tries to dump 
onyourhead - andParky.whohasagoateverybody.Then 
you go Into the town, with all sorts of strange cars and 
roadworks. "There's Mrs Brady moaning about things not 
being -what they used to be and Mortage Prior on his 
Scooter - it would have been on his Harleybuthe lent It to 

BiUy Idol 

'On the building site you meet Biffa's fatha, who beats 
people up, and there's Shakey, strumming away on his 
guitar and leaving the players confused. Then you go to the 
beach with the erap sharks playing ball - well, what they 
thlnk's a ball but is in fact a mine - and Spoilt Bastard, 
who's buried his mother up to her neck In the sand." 



Just for a Laugh, we spoke 

to Vis artist-writer Graham. 

Bury, Via writer- artist Simon 

Thorp, and Via publisher John 

Brown. What they had to say will 

both shock and astound you... 
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JOHNNY FAKTPAHTS **nq *« •» **• ■»« in "* *" Bn,p1 lo **** " P hl " P *™ P P ™*' '" "'" "^ 
Altitude GuHin£ competition. 




How did Via 
come about? 

OD: Viz was started by Chris Donald 
and Jim Browiilow m 1979. They 'were 
both working at the lime - Chris was 
working as a DHBS clerk, it was just 
started for something to da We joined 
around 1986. And the rest IB htBiory. 

Where did the title Viz coma 
from? 

OD: It didnt actually mean anything 
but 1 think It's Latin for 'with respect' 
or something- It came about because 
ChrtB wanted to make a stamp, for 
letterheads and all that, and he 
wanted to oarve It out of a bit of lino. 
So he needed a word that was fairly 

•I, and had straight lines in it... So 
Viz was li. 

Did you ever think it would be 
this big? 

3D: I didn't, no. I thought It was good 
. m tottgh to sell a few thousand cop.' 

- I mean, it was selling about sixty, 
seventy thousand copies when I joined 

- but 1 never dreamed it would sell a 
million. 

Have any of you changed """* 
during your growth? 

GD: Well, IV* got haira around me 
parte, but that happens to everybody. 
The comic's not changed, I dent 
think. It's a hit better drawn... 

ST: The way it's done is exactly the 
same as it ever was. When we were 
selling fifty thousand copies it wae 
glued together and drawn exactly how 
it is now. So It's exactly the same. 

GD: That's one of the good things 
about it - you know exactly what 



you're going to get when you open the 
pages, 

A lot of imitations have 
appeared, since Via took off,,. 

GD; I don't mind the imitations. I 
dont actually read them, I'm sure 
v'n:- not veiy good. But there's 
nothing wrong with having 
competition. Oh, what a eadl world this 
would be if we had a monopoly. 




program alter the news at six j'dock 
- Terry Thomas' Angling Times. 
And he used to do this bit about 
Ashing, and at the end he said, 'And 
remember, if you go out fishing this 
weekend... Tight Lines.' 

ST: 1 brought Graham a magazine 
back from my holidays. It was 
something like Practical Woodwork. 
It had a picture of Rolf Harris with a 
piece of wood on the front, and it had 
'Inside; Rolf Harris, Wood Enthusiast' 
and there was a free set of dowels in a 
little bag on the front. And inside 
there was this picture of Rolf Harris 
with this wooden chain that he'd 
carved, and underneath it said 'Rolf 
Harris with a wooden chain that he'd 
carved himself and wearing It with 
the gentle humour for which he's 
famous, 1 



What sort of stuff do you read? 

ST: Most of what we do is based on 
stuff you read when you. were little. 
But we don't read domlcs very oft 
once or twice a year. But all that Q 
Bikes and General Jumbo and Billy 
The Cat - they don't do them any 
more. 

JB: That's because our research 
shows that adventure comics are now 
out of date, whereas the Beano is not 
out of date at all because it's all 
comedy. Stuff 1'ke Dan Dare la. out of 
date because that has been overtaken 
by the A-Team and Raiders Of The 
Lost Art and ell that stuff. 

QD: There's a magazine called Big 
Flab, and it's dead good. If you open it 
up it's just pictures of men kneeling 
on a river bank hooking big fish... i n i 
you remember Teny Thomas - "Light 
Lines'. It might have on(y been on the 
Central, region, but he used to have 
his little bit on Ashing on his regional 



What sort of humour are you 
Into? 

OD: . Cheers ... Golden Girls . 1 
like anything by Carla Lane, she's 
great. Oh no, I'm lying. I hate Cheers. 
I hate anything American. Oh no - 
Police Squad, that was good, And 
Married With Children - that was 
good, because they're all aw 
horrible, unpleasant people, and none 
of them are nice to each other. The 
Carry On films are good... One Foot In 
The Oravs's good... Terry And June 
wae alright 'cos it was bo bad. My 
favourite aver? firm,.. Probably Police 
Squad - was that a sitcom? There's a 
dead funny one that. IVe only seen 
about two or three of, called the 
Honeymoonera, with Jackie Gleeson... 
it's what, the Flintstones was based 
on. You know how Top Cat was based 
on Sergeant BUkoV Well the 
Fllntstonss was based on the 
Honeymooners. And it was dead 
funny. It was Fred and Barney 
Flintewne. 

STl I quite like Home To Roost, with 
John Thaw. That's a good one that, if 



you sit down and watch that, it's 
funny. 

Do you watch any soaps? 

GD: Coronation Street, that's dead 
good- That's a comedy that is... The 
best bit in BastEnders was when I 
Den went to prison, and all the 
prisoners used the word mafAn", cos 

1 been watching too much 
Porridge. I'm sure prisoners do say 
naffln'. 

Are there any plana for Wi 
films? 

GD: No, I don't think so. Billy The 
Fish was a dead successful television 
series - we were all pleased wlti i 1 1 
because it lent Itself to being on 

ifflort I dont think any of other 
characters do. Billy The Fish la a dead 
quick, cheap, nasty story - well, 
there's no story to it - and Jtjust lent 
itself to that Captain Pugwash 
.■i initiation. But I don't think the 
others do, I don't think they'd transfe 
to the screen at all, 



ST: One we've got in the latest issue is 
Simon Snowman. We have high 
hopes for Channel Four paying a large 
amount of money to produo ■ 1 1 
Raymond Brlggs type thing. 



GD: Sid. The Sexist 
the screen... 



he's going onto 



JB: it's Jimmy Nab. He's a bit tall 
but,,. He sort of chose himself. It's 
going straight to video - If It happen&.| 
It's a bit too smutty for TV. 
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JOHNNY FARTPAHTS is In Iroufcfe on Ihe building tit*. Hcm*v*r. things 

are looking up In town (lns*tS, as he aflempu 1e au M hit wiy over a 

manhole. 
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Finally, there's the disco - "SidThe Sexist's spti ling beer 
HJid thrusting his loins, and the Pat Slags keep toying to 
shag you." 

There's no Finbajr though - "We would have had him 
only we couldn't flt him in.*' 

Throughout this madcap mayhem renowned television 

personally Roger Mellie provides a running commentary. 

"He's realty therefor anyone watching the game - there's 

too much going on for the players to notice what 

he says. It's a game you can watch as 

well as play. Everyone in It has say 

things in speech bubbles, which you 

can turn on and off at your leisure-." 

The design was a group effort tout the 

task of actually programming Viz on 

the Amiga sjkI Atari ST was given to 

Martin. By eh- In his time Martin's 

converted Xxolon to 16 -bit for Hew- 

sonandMrDoHualnnforElectrccoiiL Newcomer Lee 

Ames handled the vizuals, "We needed some graphics for 

another project," says Jo, "and he happened to know 

the programmer. It was completely separate from Via, but 

he's brilliant so we used him for thlk" ► 



GD: If you tried to clean it up you'd 

■ Lose everything, 

JB: That's what we're going to have to 
ictuayy, because we make more 
■ y if it goes on telly, 90 we'll cut 
lot of the swearing. It'll still be 
though. 

jD: Cut out the sexism as well... 

ST: Change his name to Sid The 
Cheeky Chappy. 

OD: And he oouid say friggin' all the 
ie, like they did in EaetEnders. 

JB: IPC years ago did actually .-. 
Chris and Simon Donald to do a 
mmy for them, before 1 got 
. lived And they did the dummy, ' 
and they said, 'Oh, fabulous chaps, 
absolutely fabulous" - and thLe was all 

ie boardroom, with all these old 
men. And they said, "Trouble is, bit 
strong for us in places. For instance, 
Mr Logic uses the word "penis" - 
\n\ we just change that to 
ipper"... 

Where are all your ideas 
generated - down the pub? 

■ Mo no - that's one thing you 
don't do, 'coe If yoy get pissed up and 

. Think of ideas and you all fall 
about laughing, when you sober up 
"-he next day you think, "Christ, what 
an awful idea,' No, it's a sober process. 
We get loads and loads of stuff sent to 
'is - most of it's crap, But you don't 

■ to be particularly good at 
■ing That's not the Idea, it's not 

tinny. Most people think If they cram 
2 lull of swearwords and pictures of 
people's pane then we'll publish it. 



Bat Rude Kid work* because of 
that... 

OD: Well, yeah, that's true. You see, 
swearwords arent funny unless we do 
them, I think the best Rude Kid came 
from a competition. We ran out of 
Rude Kids so we thought, 'Right, we'll 
have a competition, 1 where you had to 
send In the rudest word you knew, 
and the winner would have his said 
by Rude Kid. And it was 'Fanny 
Ratter", That was great, that was. How 
long did we laugh for? 



BT; Quite a while. 

Do you And that any of this 
uwearing and SO on rub* off? 

GD: Oh yes. But I don't swear to mixed 
company... 

ST: Or In front of children... 

GD: Or In front of children.., 

With all thlft naughtiness do yon 
get much hassle from the 
tabloids? 

GD: I reckon what they do la read 
every issue as it comes out and look 
for things that might be oontroveral 
and phone up the people who might 
be offended by it and say, 'Have you 
seen this?' and kick up a stink, 

Like Kylifi'a tits... 

GD: KyJle would never have seen it. 
Someone read tt and phoned up her 
publicity agent,,. All our stuffs read by 
a lawyer before it goes 10 press, 

JB: If you're suing you have to 
actually prove to people that It 
seriously dees you damage. So 1 mean, 
if you had sort of 'Rod Stewart Had 
Sax With The Loeh Ness Monster', he 
can't eay, That's a gross slander 



because you are accusing me of 
having sex with an animal,' because 
we just say, 'Look, every single person 
who reads this - there's no way that 
they could take it seriously'... 

ST: MLnd you, you do have to be 
careful. 

Is there anything or anyone yon 
wont take the pis* out of? 

GD: Fat people... 

ST: Bald people.., 

GD: Old people... 

ST: : ." .:•, not reeHy. If we think It's 
funny, we do it. ■ 

So there's not been anything you 
wanted to do but... 

ST: Oh no, there's nothing that weVe 
wanted to put in that anyone's said, 
'Crumbs, that's a b;t... sick.' Actually, 
there waa an idea that we never got 
. : to, which was probably a good 
thing. You know those Utile cars you 
use to flo shopping, but like for 
incontinent people so ii'd be like a 
tittle toilet in wheetB so they could go 
to shops and... 

GD: fneonticar. 

ST: Come to think of it there are loads 
of thln|33 we never got round to doing, 
like... Erm... Weil, there was the prison 
thing, We do resurrect them from 
time to time though. 

What about the photo atori as... 

GD: The photoetories... arent that 
difficult to put together, 'cos ail you do 
is rush to the shops and you buy a 
copy of Jackie and you read their 
stony and you do it Hut a little btt 
different. They don't take a long time 
to stick down, It's actually going cut 



and finding somebody on a Sunday 
morning to get out of bed, and It 
usually ends up being the same 
person. We generally use friends of 
the photographer. 

Are any of the characters based 
011 people you know - your 
friends or relatione? 

GD: Not many. Most of them . re 
based on stereotypes of pe^ie. But 
there are one or two actually based on 
individuals. Like Mr Logic's baaed on 
Chris' big brother - he's a very logical 
person who speaks logically and he 
reasons things through before he says 
them. And If you say something that's 
slighuy wrong then you get a logical 
reply. And a lecture. You can't just 
make a passing comment to him. It's 
got to be a logically reasoned 
comment. Spoilt Bastard's based on 
my big brother, but I mean, he's not 
that bad but he was a bit of a 
tearaway when he was a kid- He was 
very spoilt. 




What are you* favourite 
characters? 

OD: My favourite's Spoilt Bastard, I 
like him. He's good and easy to draw. 
And Flnbarr... 
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► The lively soundtrack was composed by the Maniacs Of 
Noise on the 64 and converted to the Amiga, and ST by 
Sound Images- "It's very stupid, 1 ' says Jo. "1 suppose Its 
reminiscent of Benny Hill and Children's Television." As 
far as aural effects are concerned there are sampled farte 
and all sorts of yells and thumps - on the Amiga. "There 
wasn't enough processor time on the ST," Jo reveals. 

Everyone Involved with the project is an avid Viz reader 
- "that was a criteria for anyone working on the project. If 
they had thought it was puerile or silly they wouldn't have 
put the righteffc-rt into thejoh Fortunately computers and 
Viz seem to go together liie peaches and cream. People who 

like one usually liXe the other." 

Surprisingly, given the fact that Viz is attttle bit rude and. 
computer software rarely rises above 'bum' on the 'norty ' 
scale, Probe dldnt hold back when it came to censorship. 
"We made no compromises - we eouldnt really, because 
then it wouldn't be Via. We thought that some of the 
language and graphics wouiabe rejected, but when people 
saw them they either laughed or thought they were so 
outrageous that they had to go in. There's nothing 
offensive on the packaging though." 

Via has taken around, seven months to put together. "As 




with any original product we had all these ideas, hut they 
either didn't work or the limitations of the machines 
prevented us from implementing tham, so we had to drop 
them wh ich wasted a lot Of time. Of course, we also spent a 

lot of time researching the game. 

The Vis team gave us every copy of Via to look at,but they 
didn't actually help. They gave ue completely free reign, 
just saying that we need not draw any line as long 
as what we did was funny. They also edited the text and 
corrected our Newcastle grammar'* 

nanny lads. ■ 



Do yon often find yourself using 
double antendras? 

GD: Erm, I dus i Wi 
■;■■ maw 

She 
iny umeanyb I tied up 

a com] 

entendr old slip a 

drew bang 11 v -' 11 -' 1 

in. 

6T: The beet thinj "" is 

L cut 11 
I ■! , you wouldn't 

notli 

i!>.'li-n- 

in . | was iii el deed 

i. with drawing, was Bany 
The Cat. 

Whatever Happened to Paul 
Wicker? 

GD: Paul Wicker was Li 
Brownlow, sj 

thing for the ■'■■■cm.: . ! 

iv, Paul '.'. ■ n illy 

w a 

What do you think about the Idea 
at a Vi» computer game? 

GD: A Viz oompul 

ilr. 

very, wry bad And if it's done well it'll 

- 
personally. 

ST: I ■ ■ speaks tor me as well. 

GD: ! hank y ■'■ It's a 

.; I'm . 
■ 
at their jobs, 

JB: I ui '!■ &rei Uhin< 
med very encourag 



GD: 



, 



ST: . 
GD: 

, ■■:■, ['l - 
- 

1 1 111 

then 
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la there anything 1ft llie you 
generally despise? 

GD: The Krypton Factor - 

. 

flrel 

: 

you : 

I 
dexterity l 

. And a pera >n will 

as lr s ■ 

JB:ButU 

GD: H i.- 



ST: J I ■ 
GD: 
ST: i I 

- 
- 

- 

What of the fnturB? 

GD: r 

■ 

t. 1 

Do yew have a favourite jofca? 

GD '•'" 

- 

nd 

- - 

I i 
- 

i in. 

An 

"■ ~ 

ehy. 

- 

: - ll 

ml 



■ 

and ;•■'' i 
eat. And the 1 

- 

- 

i 
ST: : ' 

■ i : 

I 

: 

I 
ll 

■ 

■ 

taiki 

■ ■ 

■ ' : 

III 

what 

the tunc 

I 

GD: 

' 

■ 

d Bolts'... ■ 
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From the programmers of Silkworm, the shoot em up of the eighties, comes SWIV. 

the shoot em up ot the nineties. 





ECONDAHY 



Computer aided weapons systems on-line, 
communications eqtiipment operational. System checks 
compteje, prepare for combatas a-member of your nations 
elite assault team - SWIV. Two different vehTcles of devastating 
destructive power, fightiitg^ogeiher rn one team, 

Primary Objective: Destroy enemy control centres, 
ve: Interdiction mission. The destruction by military force of-af! enemy units. 



SWIV - No one knows what it means but everyone will know it when it arrives. Coming soon, 

"Destined to be THE Shool 'Em Up of the year." Amiga Computing November.'90 
'Superlative Shoot 'Em Up Stunna" Zero NovempV "90 

SflreenshOlS Shawn are from llie Amiga vergyjfl*». 
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that you only live it once. 

One lifetime of experiences^ one lifetime of fun. 

And that seems a little harsh. 

As the leading force in simulation software, we try to expand horizons at 
MicroProse. So, this Christmas, we're giving you three different lives to live. Three 

stunning experiences. Three lots of fun. 

THE PAST 
The date is 1 914, and you arc a British, American or French flying ace of World War I, 
attempting lo take out Axis pilots in hair-raising dogfights and shoot down Zeppetins before 
they can cross the channel "Knights of the Sky" is historically accurate, allowing you to use more 
sophisticated and powerful aircraft as you move towards 1918, navigating by map and compass, 
just like the real aerial combat pioneers of seventy five years ago. You can even end up 
challenging the the best hot-shoi pilots that Germany could put into the air, such as Oswald 
Boelcke, Max lmmelman, or even the great Baron von Richtofen, the Red Baron himself 
''Knights of the Sky" features MkroPmsrs acclaimed 3D graphics system, further enhanced and 
improved, Liking the flight sim genie into a whole new era. Available initially on IBM PC 
compadble machines, Atari ST and Commodore Amiga versions will follow shordy. 

THE PRESENT 
The 1990's are the age of international crime, terrorism and espionage * and you are the 
clandestine superspy charged widi travelling the globe to combat these forces in MtcroProse's 
new techno-tlinllcr, "Covert Action". Using the latest electronic bugging techniques, high tech 
intelligence sources and good old fashioned due hunting, its up to you to identify the 
ringleaders and bring them to justice. Become expert in wiretapping, decipher acquired 
information with the aid of sophisticated code-breaking programs, and use surveillance to 
complete the picture. And if your technological know-how, cunning and luck ever Id you down, 
you've always got die latest combat weapons such as CS gas, stun grenades and compat t sub- 
machine guns to help pou out. Across Europe, the Middle East and Central America, with 16 
dries to cover in each area, you'll have your work cut out to make sense of the allegiances 
between numerous terrorist groups, known political activists and foreign spies, all undertaking 
Covert Action". Available for I BM PC compatible computers. 

THE FUTURE 

The end of the 21st century. The Earth is an ecological wasteland- Nuclear meltdowns, climate 
alteration, spedes extinction; all have taken their toll. Humanity must evacuate its mother 
world, to give the Earth time to recover from the devastation wrought by past civilisations I he 
human species has lelt Earth in immense transport ships. You are the pilot ol a Trailblazer 
series dreadnought, sent ahead of tbe main ships to prepare an alien star cluster for human 
colonization. You must find a planet suitable for humanity and obtain the resources the 
fledgling colony needs to survive, by mining them from um Liiined worlds or through 
interplanetary commerce with friendly aliens. You must make the cluster as safe as possible for 
human families by making friends and eliminating enemies. Flying ai incredible speeds 
through deep space, the many lifeforms you encounter will see you, quiie correcdy, as die alien, 
"Lightspeed" is MicroProse's first space simulation and it is one which will set new standards by 
which others will be judged. Original music stores and the latest in 3D light sourced graphics 
provide die stunning technical backdrop for your journey as you fight, trade, and talk your way 
towards your goal of finding a new planet for your people. "Lightspeed" will initially be 
available lor IBM PC compatible computers. 

MicroProse bring worlds to life. 

= PROSE 
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Simulation » software 



Three stunning experiences. Three lots of fun. 
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PAVlft BRABIiN i» 

ihk at the country'^ 
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"I don't agree with the people who say that there aren't any original 
game ideas left. They just say that because they haven't got any." 

David Braben 



How did Elite come aboui? 

- ^p^ 1 The concept behind Elite - 

m ^L the idea ot a space combat 

game — had been around for 

a very long time. But at I he 

jjj MM time a lot of people were 

,j^kV*\\\mBi\\WW\ saying thai a game like that 

wouldn't be possible. I did some experimentation 



with the Acorn Atom and decided that it was 
possible and, at the beginning of 1983, myself and 
[an Bell decided to try and do it- Originally the 
objective was to see whether we couid do a 3D 
graphics environment as an arcade game - there 
was no trading or anything like that. But it was 
supposed to be more of an adventure than a 
straight arcade game - in fact the plans wc had for 
it originally were a lot more ambitious than it 
eventually turned out to be. We were going for 
um thing a loi more involved, but trading was 
originally a very minor aspect Righl from the start 
we decided we wanted to produce more of a total 
environment simulation rather than jusi a game 
where yw could get a nice score. We were 
adamant there was lobe no concept of score at all, 
The basic idea of flying around and shooting 
things remained stable for a long time The 
missions however, came in almost after the event, 
The missions were actually an attempt by us (o get 
some of the flavour into the game that we hoped 
would have been in there from square one. 

We eventually completed Elite off our own 
backs and then took it along to software houses. 
One of the first places we took it to - Thorn EMI 
- actually rejected it! They said it was too 
different, and that there was no obvious goal. 
What's interesting is thai for the lust six months or 
so we 've been I rying to ge i Eli te onto I he Nintendo 
console - that version has been finished for a 
while now, and it's actually a very good version. 
But people are saying that it's not a Nintendo 
game and that Nintendo playeTs want simple 
games, People were saying exactly the same thing 
when we were showing around the original version 
and look what happened! 
Did yuu tver e\peet Elite to he so successful? 
Yes, I thought it was goi ng to do we II - but I neve r 
dreamed that it would be going this long, [f you 
h ad asked back in those days ' Whai wil 1 computers 
be like in 1990V you'd imagine something quite a 
lot better than what we have now 1 think the 
technology has kind of stagnated over the years. 
Why rlo you think Elite was so popular ,' 
Well, the only 3D style games that were around at 
the lime Elite was launched was Haiifezone in the 
arcades, and a few other sort of psuedo 3D things 
which weren't very convincing- Also, the whole 
idea of the science-fiction environment, and the 
role-pla\ing elements that came in because you 
were iryin&to improve your character, offered the 
player total escapism, 

Ufj yuu think Elite still holds Its own today? 
Yes . The ide as behind a game don't age - 1 he only 
thing that ages is the technology you use to gel it 
across. There's a lot of shallow software out today 



Eve been playing MkroProse's MI Tank Platoon h 
and there I don't think it's even obvious what you 
have to do, Certain asbects of the game stt very 
easy but not at all satisfying Anoiher one is 
Bomber from Activision. You can see bow the 
developers have gone to a loi of trouble to produce 
I hat particular piece of software, but there's 
nothing in there that's really fun to experiment 
with, 1 think there are a lot of people who have lost 
hold of the game side of thi ngs and conce titrate on 
just getting the graphics side across. 
What about the origins of /arch? 
Acorn came to me with a prototype Archimedes 
and asked me to do a demo program tor it, The 
only problem was the lime - four months between 
me receiving the protoiype and the actual release 
of the machine, and so f had to learn to use the 
machine and write agame for it in that time. That's 
why lander - as Zarch was originally called -was 
so simplistic at first , The whole project was much 
more of a technicalesercise than agame idea, The 
rolling landscape was something I wanted to try 
out to see how convincing it was. 

[ was just thinking about ways you could pre sent 
a landscape for a game where you went down onto 
thesurface of a planet, and how you could produce 
that landscape from scratch Both Lander and 
Zarch are just very simple mathematical 
functions. When the function falls below zero the 
landscape becomes flat - in other words sea. And 
when the function is more than zero it becomes 
mountains. The first demo f did just had a 
hovercraft flying over the landscape, and 
originally the landscape wasn't always horizon! al 
- it could roll as well as the player. 
Wert you happy with the final product? 
Not entirely. 1 thought it was alright but the 
control system left a little to be desired. It's great 
fun if your mouse is very good and you have a nice 
mouse mat, and also if you have the patience to get 
used to the thing- 

Whe n Zarch was launched a lot of the critics in 
the Acorn magazines said things like Oh, this 
shows the full capabiliiiesof the Archimedes, and 
couldn't possibly be converted to the ST and 
Amiga 1 - which is a pretiy stupid thing to say. 
Whatever hipperwd in Ian BellT 
As soon as we finished Elite we embarked upon 
Elite 11, We worked on that for quite some time 
but ended up shelving it. We actually got it 
playable , but with all the things we wanted to do it 
was running far too slowly We just wenl our 
separate ways after that. He's maintained a 
financial interesi in Elite If, bul he's no! doing any 
work on the game, He's got several of his own 
projects in production at the moment, 
Why a sequel? 

Because there are so many ideas we had left over 
from Ihe original Eli le Elite is very much a trading 
type game and [he adventure side of it is minimal. 
In Elite II the advenlure side is going to be 
concentrated on, With the 16-bit machines there 
are a lot of graphical effects I want to try, They 
could be really stunning compared with the 



original, and I want to try again to simulate an 
entire real environment At the moment space as 
portrayed by games has become very idealised 
You've got these gjorifies Spitfires fighting in out 
in the space of ten miles between planets 
Basically Elite II is taking the same idea as the 
original, bul the gameplay is going to be ver> 
different. It's no longer focused on a single player 
or a single ship, and t here's going to be much more 
of a 'total' environment 

I ve been working on it for about a year now, bui 
(here's still a lot more to do. The plan lor ihe 
project has always been to spend as much time u 
needs to be spent getting it righl rather than trying 
to fit a schedule. There are still quiic a few 
research? type things that need to be done, like 
trying out ideas to see if they work and so on. The 
likely release date will be late next year, although 
that's by no means definite. 
Do you still ptay computer games? 
Not as much as a lot of other people. I just play 
them occasionally. I quite like Defender, and I 
quite like the look of Magnetic Scrolls 
Wonderland. Generally ihough I don't like to 
spend large periods of time si! ling in fronl of a 
computer - 1 do enough of lhai anyway. I'm 
actually more of a board game player, I prefer to 
interact with real people. 

1 think Populous is very good It's an original 
idea presented in a nice way - and ] don't agree 
wiih the people who say that there aren't many 
original ideas left- That's just a feeble excuse that 
people come up with because they don I have am 
original ideas of their own. 
How do yuu sec games evolving? 
A lot of developers have been lured into working 
for the console companiesby the potentially large 
amount of money [hat's on offer, and that is going 
to continue, But it's very hard and expensive to 
develop for consoles. Consoles arc never going io 
take over, because there will always be PCs in 
offices and computers in the home, but they may 
well become ihe dominant medium. Software 
houses have found thai the sales of console garnet 
are already very high, and ihe reason for that is not 
because more console people are buying more 
games bul because ihey can't copy them. 
What about tht CD-I? 

CD-I's been hyped but it is never- 
theless the way forwards, f don't think it'll 
just around the corner like most people say, it '*\ 
about two years away, With Philips and a lot erf 
ol he r major companies behind it 1 don't see ho* it 

can fail. 

Whil does the future hold for you? 
I'llconiinue to write games bu! f will also be doinj 
other projects, I ike cdueat tonal stuff . Eve ntually I 
may well move out of games altogether. I want td 
coniinue with 3D graphics . A lot of people see 3D 
graphics as polygonal, glorified cubes, and that'd 
no way the case. Ideally 3D graphics should he 
almost photographic in quality. We can do thai 
now io some extent on the ST and Amiga, and 
the future we'll be able to get a lot closer... ■ 




In the year MS 5 the Satellite TV Companies rule supreme, each home has 95i channel options. 

The demand for Sports coverage has proved to h* Insatiate, the speed and aggression of future Sports have proved too muth for mere mortals. 

The manufacturers of advanced Robotics have exhausted all avenue's of human replacement within the work place, 

Prode»4 have invested 200 Million Euro Dollars in perfecting a new sports entertainment show wh#i* all players are Robots, irKkiding the ball and 

BQTICS has now replaced setter as the main event. 

BOTlCS challenges your skills atcrass 80 isomeric levefs of varying difficulties. Four distinctive gameplay arenas of futuristic computer sport opponents. 
Su rvive the tactical Ti me uls a nd differed t ball types and defeat the BQTICS Good Luck ! 



Krisalis Software Ltd, Teque House, Masons Yard, Downs Road, Moorgate Rotherham, S60 2HD 
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THE WORLDS MOST POWERFUL FREEZER 

IS NOW EVEN B 



THE NEW MK |l VERSION (S HERE!! 



UTILITY CARTRIDGE 
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T LOOK AT 



STILL ONLY 

*> £59.99 

POST FREE 
FOR THE A500/1000 

A20OO VERSION AVAILABLE 

€69.99 

PLEASE STATE WHICH COMPUTER YOU HAVE WHEN 
ORDERING 



HED RANGE OF FEATURES 
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save* directly tojdisk a* Amiga Dos 



fit on one divk. 



overlay ihows all the information you could ever need to work on screen*. 
No other product cgM es clo*e to offering such dynamic screen handling of 



UNIOUE IMfJHiTE LIFE.ThAIHEP. MODE - HOW MORE POWERFUL 
Allows ran tn generate more and even mlinite live*, fuel, ammo, ete. 
Perfect at a trainer mode to gel you past that impos.jpl*- lawH. Vary 
easy to use, 

IMPROVED 5PRVTE EDITOR 
The full sprite Editor allows you to vlewjrnodlly the whole •Pnteset 
<rKMi.rU attached" sprite*. RAHC^F .MPflOVED FEATURES. 
» VIRUS DETECTION 

Comprehensive v*is detection and removal feature* to protect your 
soil ware Investment. Works with all presently know* vlruse*. 

SAVE PICTURES AND MUSIC TO DISK m 

Pictures and sound sample* can be *aved to disk. File* -re saved 
directly IFF lormal suitable for use with all (be major graphic and music 
package*. Sample* are displayed a* screen waveform. 

SLOW MOTION MODE 
New vou can slaw down Ihe action te your own pace. Easily adiu.lahle 
from lull speed to H% speed. Ideal to help yew Inrough the irHc-h* oartei 

RESTART THE PROGRAM 
Sip.pl* prew a key and the program will continue where you left oft. 

FUL*L STATUS BEPOHTING 
At the pros* ot a key now yew can view the Machine Statu*, mcluding Fast 
Ram, Chip Ram. RamHsk, Drive Statu*, etc. 
• POWERFUL PICTURE EDITOR 

New you can manipulate and *e.reh for ^«*n. throughout memory. 
Over 5D commands to edit the picture plum unique on screen *talus 



■ most track 



demos,etc. and save them to dis«- 
ulayer programs. Work* with load* of programs!! 
. AUTO FIRE MANAGER 
From the Action R«#lay II preference screen you can now set up »«'»*''» 
Irom to tOOH. Just imagine eonf inwnus tire power* Joystick t and Z are 
set separately for that extra advantage! 

With the new Diikcoder' option you can now tag vow di,k*w Ith a unique 
code lh»t will prevent ifte di*h Irom being loaded by anyone etse. Tagoed 
disks will only reload when you enter the code. Very useful for security. 

PREFERENCES 

Action Replay M now ha» screen colour presence* with menu setup. 

Cu*tomise your screen* lo suit your taste. Very simple to use. 

■ DISK MONITOR 

Invaluable di*k monitor - displays disk information in easy to understand 

format. Full mndifysawe option*. 

• DOS COMMANDS " 

How you have a selection of DOS commands available at all times ■ DIH, 

FORMAT. COPT,, DEVICE, etc. 

DISK COPY 
Olsk Copy al the press of a button - t«*lar than Do* Copy, No need to load 
Workbench - available at all times, 

BOOT SELECTOR 
Either 0F0 or DF1 can be selected ai the boot drive when working w.lh 
Amiga Do* disk*. Very useful to be able lo boot from your entemal drive. 



US A MACHINE CODE FR 



ITOR WITH EVEN MORE POW 



E'JFN MORE FEATURE INCLUDING 80 COLUMN D 
• Full M6B0OO Assembler Disassembler • Full screen edllor # Load Save Oloejj 
f reran p.clura * Pl.j resident sample • Show and soil >I1 CPU r.olslers and Has 
allnws vou lo set and modify all chip rfgialars - »**n wrrte only registers Nol»B«l 



show actual tn**. Disk Syne- eailarn me. • Dynamic Breakpolnl handling sno« ■ 
ASCII . Assembler. Decimal Copper Assemble Disassemble - now wild sulfw names 

;1BEH AT ALL TIMES Y'' 
WITH ALL MEMORY AND REGISIERS INT* 
INVALUABLE FOR THL LIE BUGOEROR 



wrile String to memory • Jump 10 specific address ■> Show Ram *s lex! » Show 
Calculator • Help command ■ Full search Katun; • Un ique Cusion Chip EQIIi 
> Disk handling - 



13»B COPYRIGHT *C1 WABHIHQ 
.EKm»wL* anwBHh-oimiwi—iiftlwW""""™" 1 " 

-f. « mm „»■ arwIMn «*- l»"«rt» b "** ? ^ ^^T^!,lS7 



HOW TO GET YOUR ORDER F*a-T ».. 
EPHONE (24 Hr*| .t*l+*IAki*kA- CREDIT CARD ORDERS 



TvTl OES^^M y 0UH PR^E^ICL, * EFFKIETTLYTC EHr^L^ YOU TC STM **W* ™E e ,H«IT S F vpu* PUnCHAEE W ,T MN (^ *T **»*, 
anDEHSHPRMALLT KSMTCHED W.WW « ««. *^L »H K i S -^UDE WAX ALL CHEOLE^TAL 0R0E« 

DiTFL SLcCri?0/.iC-T LTD-, 

GOVAN ROAD, FEMTON INDUSTRIAL ESTATE, FENTOH, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 T44324 



A NEW WORLD OF POWER 
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FOR ONLY 

£34.99 



SflflrV^r' 



THE 



IS HERE! 

1 SVNCRO EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK 
IN AROUND 50 SECONDS!! 

Syncrp Express requires a second drive & works by comroNing it as a slave device & ignoring the ST or Amiga 
disk drive controller chip whereby hid> speeds & great data accuracy are achieved. 

• Menu driven selection for Start Track End Track - up to 80 tracks. 1 side, 2 sides. 



THE 
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• Very simple to use. requires no user knowledge^ 

• Ideal for qlubs, user groups or just for your own disks. 

p Probably the only duplication system you will ever reed! 



Also duplicates other formats such as IBM, MAC etc. 
• No more waiting around lor your disks to copy. 



THE LATEST CUSTOM LSI CHIP TECHNOLO 

By using an on-board Custom LSI Chip, Syncro Express has the power to transfer an 

MFM image of the original disk directly to your blank disk - quickly, simply and 

without any user knowledge One external disk drive is required*. I 

iO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA SYSTEMS 
ASE STATE WHICH REQUIRED WHEN ORDERING 




WARNING IMS COPYRIGHT ACT WARNING 

Dale) ElSCIranki Lid., inrlhw condoneanai aullviHS llic jm rf.l"* DifflJuCla >V die reproduction gl 

copyright malarial 

Tha ftachup laclillifl or mb prcducl ara dttignnfi IB nepnoduCi cnrf sprhra » such js Public Domain 

r-wlnrial. 1he users MTipicgranisHjrKiltwaiBWtiersfiamiSSicfi la hum a tjfxurj Ms baafl <>*»•!>■ ai«n I 

" fc Itofli B mam aafJBE. Bl,Br, lor yOuf « am, ri copynctTl mawnaj. wtmt 1I» inM» p.musnr ol I 

Ihft COfcynprr: awinr, arrhn Itoenoee thereal. 



NCRO EXPRESS together with a drive f 

ONLY £104.99 (AMIGA) 
ONLY £119.99 (ST) 



HOV? TO GET YOUR S'YflCilO 
TELEPHONE (24 Hrs) - 




0782 744707 
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WE WILL DESWITCH VQUn ORDER <QUICKl>r & EmClEWPLlf TO ENABLE VOU Ta start hecievinc the bmjefitsqf rtsup puhchase withhj days, not weeks. 
qnmflS HOWWLLlf DttMTCMED WITHIN 4BHn. AU- CMEQuES.-ffQSTU. ORDERS MAM PAYABLE TO... 

DATcL FLeCTiiopiCS LTD 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 
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FEATURE 



DRAGON'S 
LAIR D: 
TIME WARP 
Readysoft And 
Empire 

Available NOW 
on Amiga, Atari 
ST and IBM PC 
and 

compatibles, 
priced at 
£44.95 

PROGRAMMERS 
David Foster 
Simon Douglas 

AUDIO 

David Foster 
Jorge Freitas 

COMPUTER 
GRAPHICS 
TOUCH UP 
ARTISTS 

Head Artist 
Jorge Freitas 

Background 

Artist 

Hugh Madeod 

Foreground 
Artists 
|orge Freitas 
Murray Foster 
Laurie Williams 
David Foster 
Adam WoLk 
Michael Griffith 
Hugh Macleod 
Peter Bayes 
David Dimatteo 
Sue McComb 
loanne Ashdown 



^ 



JANUARY 1991 




■*> •>. 



HO 



WITH A FLASH and ■ lanlara, Dirk The Oaring 
makes an nppenraiiee before his adventure 
begins of following the loss, of a life, 



^ 


s^lhr- 
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to 





Dirk The Daring is back in his 
third interactive cartoon 
adventure - only this one 
didn't come from a laser disc 
arcade machine, and it wasn't 
converted by Readysoft, the 
team behind the original 16-bit 
incarnations of Dragon's Lair. 
Brian Nesbitt ventures 
forth... 



"KIDNAPPED! My Daphne, kidnapped again!" 

Dirk's overweight molher-in-l»»r screams, &s stie 
clamberi ««r the dinner table in Dirk'* direction, 
wielding her railing pin with more than a touch °' 
menace. "Idiot'" she cries, liking a swipe... 




MOVING LEFT 10 

avoid a bashing Dirk 

then runs 1or all he'a 

worth, owl P* hla 

Abode and across * 

drawbridge into a 

nearby castle, 

COVWAAAAR0-" 

shrieks in* old 

drsgoni n$w in hot 
pursuit. Welch omj( for 
those tentacles In the 

moat, Dirk' 



D1HK HIDES behind » pillar, not noticing the 
snake that's snout In itmke • meal oP him. With 
hia ibtth sense itching. Dirk draw* and raiaea his 
award - and hits Ihe snake on the head, causing 
II to retreat. Then Ihe old tug alarms in, 
screaming "I know you're In Ihere!" 



OBVIOUSLY THERE'S NO POINT In trying to 
■eason with the old hag, so Dirk does the decent 
thing and runt tor It... Only to come lace to l*tt 
with the snake again. You'd batter move fast, 
Otrtl 



CHOMP! Given the choice between death by 
rolling pin and being eaten, this is an infinitely 
more prelei*gle way to go. 



IT TAK6S MOHE than s giant snake to nop 
Dim's mother -In-let* hi har tracks. She slides 
down the snake's body, thrashing out it 01 rk 
with her rolling pin, "I raised a princes* who 

married a frog! She bellows "Diiiiirrk"" 
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J RAGON S LAIR II essentially runs along the same tines 
| v as its precursor, only there's a lot more of it. There are 
P j ^five different scenarios, comprising some 46 scenes, 
™ which make this six disk affair approximately 50 per 
cent bigger than Space Ace. "A lot of the images are bigger than in 
the previous games, and that has been one reason for the large 
number of disks." 

Having rescued the gorgeous princess Daphne from the clutches 
of evil, Dirk The Daring settled down. The pair were married and 
had more than a few kids. All was well, until one day Daphne was 
kidnapped by the evil wizard Mordroc Mordroc, you may or may 
not remember, was in charge of the castle in the original Dragon's 
Lair, although you never actually got to see him. 

So, Dirk - Have you lost your daring? Has marriage made you go 
soft in the head? What are you waiting for - go get her. But Dirk is 
facing a challenge far deadlier than ever before, with a dragon far 
more dangerous than Singe... Daphne's mother! 




CLUNK 1 "Oh, itiulup!" Frustrated at nci being 
iblt 1id beat seven shades out of Di rk. his 
mother-in-law unites lor In* bewildered inake... 




DIRK 15 WHISKED into a prehistoric time zona, 
whnrs the sound cl maniacal laughter meets Mi 
ears "Ah ha! Ahehehahahar" It's Mordroc. Bui 
first Dir* rmj»l deal with this pertinent 

plarodJrclyL. 




DEFTLV AVCHD1NG the *naKe, Mi* removes his cap and make* Irjr (he 

well, which li ins** a giant nbcage "Daphnes lost In lh« hill* at lane 
a prisoner. She'a... under • «pa|ir Ihe voice moeke. But before Dim can 
•Coop a hatful cl water * group of bouncing skulls attack 



UH OH I LOOK WHO'S turned up... Dirk sticks hli 
<word i nto the hour, which happens to be a 
■witch on the si range machine. Befo* a his 
mo1 hecin-liiK nets the chance la knock ark 
miimImi he'i wtthvked on Is another lime 
and another place. II waa * talking lime machine' 



DIRK'S TOO qutefc few lha belligerent beaal and 
slices it clean in two.. No.* lb rescue Daphne... 




"JANUARY! 39 { 



"AAAIIIIEEEEE'" Daptwt acro*rria Hi *•» 
plummets to certain death- «rh tpeed* 1° the- 
re*™., only I* Ha*s her snatched Irani W» flr**p. 
On nol Has lo*t His tword In the mud, *0 he 
ri, ves In titer 11 as the «mi mactiln* advi**s "Get 
th-r lwtfr( i!" with his weapon s*™"*d °lrk ""H" 
onto his tl*it nn**ii™ *ndl into anoffier time 
tone... 



8EFORE OIRri makes 

a move he is beast by 

taurhaby 

pterodactyls. But 

what's lhi«T A pair of 

mtgic wings! Fending 

oH Ins Hying Ireaks,. 

DiiV slip* Into ">b 

wings and Hiss '" 

pursuit of Daphne. 




THIS LOOKS LIKE-.. Ed*n. Surah; not. But « ta. 
TJirk tthrtbs * vine throus* the clouds lo b* met 
by a smtll, fat angel. "Go 'wayl No visitors"" h* 
bemoans, esmply. Get be**' 1 ,hink * Dl *' 



■HACKl- the «iasl stuimi ts ha' s Joined *>y 
three chubby cherubs, pifk I?™™ *»■ ws'^nfl 
and Haps « F Ed *"- " How 1|0D rigm ,h *" r th * 
angel minces, 





THE ANGEL boe.n l give up .tally: 0™ mo,- slap and yw rt«n,,rvad1 
™ M y. Bu. a* doe.nl MM and *w.ng. <° «l^ "" 

Itmp-wrlnteKl angel behind him weanling - ''Qorxwoonl 




INSIDE E0EN am meets * pel' <# " |mv "• n "** B - 

Cma Is about to tack in when, ila brother 
appears... "Hang on, Brother! Don't eat IM Dirt 
bar,-, our ticket 1* taaeme and lonune!" Tha 
snake* play with Mar hero Ustor* making a dasl: 
•■Lot* hare,.. HI gal V™ ** prin««.s when you 
bring. Eve ta rMT 'E*aT thinks Dirk. ■'EaeasrtV 
hisses the anaka. 



HRK GIVES lb* 

snakes In* alip end 
eventually makes it 
back to his magic 
machine- Hitting the 
switch he'* thrown 
Into llmeonca again. ■■ 
and arrive* In 
NtordroO castle only 
to discover Mordroc 
already placing a ring 
on Dtphne* tlngar. If 
ha doe* trial. Daphn* 
will be lost forever in 
the time warp Can 
Mr* »tap him'? What 
da you think... 



CAN *DiAN SOFTWARE develops and publisher Readysoft 
was formed three and a half years ago by Dayid Foster. The 
™mpany's first release - a product which couldrHbeiurthe 
removed from what it produces today - * asaCo ^° D r ^ 
Emulator for the Amiga. "It's not terribly compatible, Da\ m 
confesses "It runs a lot of productivity stuff but not many 
Smes. We have upgraded it recently, it ,s useful fix 
converting data between the machines." Readysoft s flnj 
gartics followed shortly after, although they «*£"*£ 
David retails with much fondness - "they were low budget 
stuff v^hich we don't talk about any more-. 

Readysoft is keen to talk proudly about its winter of disks 
content Atthe endof 19SSthe company became * !>»»*" 
name when it released the Amiga conversion of Don Bluth s 
laser disc arcade classic Dragon's Lair. It did exceptionally 
well prompting a second conversion which appeared a year 
tor ' narnelylpace Ace. also on the Amiga. Since Jen the 
team has spread its wings to other formats, and it cow caters 
for the PC, Atari ST, Macintosh and Apple BGS- 

Head ysoftT firs, original 16-bit release, the arcade 
■adventure' Wrath Of The Demon, is now out and about on 
Amiga and Atari ST (a PC version's due m March). Ana ot 
courS there are the Amiga, Atari ST and PC versions of 
ReadynoiVs third interactive cartoon, Dragon s Lair lb t ime 
Warp (Readysoft didn't produce Escape From Singes 
Castle for Empire. That was done by the programmer of 
aThS Dragon's Lair for Belhesda SohworkS. Howeve . 
Readysoft may well be tackling the ST and PC ^nversion^ 
Sdysoft acquired the licence to convert Dragon - 1^& 
HandSpaceAcefromtheBluthGroup.nowknowna^ulhvan 

Bluih imcractive Media, "When we first started the B mh 
clp didn't have much of an interest in [he compute 
market" says David. "They were more involved with trie 
Zies - the computer licensing wasa sideline. Now they re 
movingintoitthemselves.TheywantustodoSpaceAce2bui 
becansetheprojectsinvolvesuchalotofwork we're havingto 

^Setspredeccssors-DragonslJirllhasbeenar^uiayear 

in the makin£ although the number ofman- hours involved is 

welter-U-shardtosayeK 

^e so many people working on each game. But say, three to 

^Th^oceT/of 'conversion was a little different to that used 
for Dragon's Lair and Space Ace. This time there was nolasti 
disc to work from, only video tape, because thearcade version 
ofDraeon'sLairllwas neveractually released 'Conversioms 

obviously easier with the laser disc as you am* tago* 
quality freezeframe. We digitise a series of images from he 
K disc, then we separate the foreground from the 
background, giving each element to the respective artists to 
touch up, which includes outlining all the characters^ 

When the foreground and background amstsare done, the 
resuitingtmagesgoiotheheadartistforfurtherenhancenient 
-'obviouslywhenyou'reconvertmgfromahigh-resolution 

laser disc to a lower resolution screena lot of detail islost, so a 
loihastobeputbackin^henitssimplyamauerofmachmg 

the limited 16 colour palette to tbeoriginal before the real tun 
starts compressingthe millions of bytes of data. "On average 
it takes about twohoursof 6803O computer time W compress 
asinaJeframe - that's thousands of computer hours mail. So 
we have four machines with 2 SMh* processor speed working 
on it - two Grade Valley Product '030s, a Commodore 030 
board, and an Amiga 30O0 " 

But what of the future? "We want to continue what wl re 
doing because we feel it catches the public's attention. And 
thats very graphically intensive games, pushing tlu 
macbines?o the Lite and making the experience as close o 
reality as possible with impressive graphics and increasingl) 
good ganieplay. We certainly find the prospect of CD ROM 
exciting " Readysoft is now concentrating on developing two 
S met styles of product. The Wrath Of The Demon team is 
condnuing to produce similar arcade style late, wh.le the 
Dragons Lair ll team is moving towards producing more of 
the same, only non-licensed and giving the piayer greater 
control over the animation, ■ 
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LOTUS 94% C & VQ r 94% Rare Ravo, 90% ST fiction fiward, 90% .Zero Hero, 88% fimiga fiction flwflb 
TOYO.Tfi C & VQ Hit, flmigg fiction Award, ST fiction fiward. More To Follow. * 
TEfiW SUZUKI .... Prepay To Be flmazed .... 

. • * . APPROVED AND LICENCED PRODUCT OF GROUP LOT&S PH. 
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^LJQTaS ESPRIT TURBO CHALLENGE demands 
immediate purchase'' C ft VQ 94%. 
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imptesiive ,.; superb fast 
Realistic Races" fiCE Jim Douglas. 
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COMPUTER INCARNATIONS of Judge Dredd came to life a 
little over a year ago. with the licence to the character 
acquired. Virgin commissioned designer and Dredd fan Alex 
Martin to draw up a specification. This was then sent to code 
wizards Random Access, and between them a final design 
was thrashed out 

Fleetway Publications had chosen not 
to retain the right of veto on arty 
elements of the game design so Alex was 
given a free hand. Even so, with a 
character licence that offers so many 
Mssibilities, coming up with an idea that 
successfully manages to capture all the 
qualities of the comic strip is not so 
simple. 

Eventually Alex decided on a multi- 
stage affair in which Dredd has to 
perform specific tasks. There are six 
levels to complete, each with an 
additional end-of-level sequence 
Here's how the story goes , 

The Fatties are running rrat on Dan 
Tanner Block and eating everything in 
sight, Dredd races to the scene and 
destroys the four food dispensers on 
the block while quelling the Fattv 
rampage. The outraged Fatties - minus 
their Belli Wheels but determined not to 
be outdone - hijack a food convoy. But 
Dredd manges to retake it before it 
caches their hideout 

Meanwhile, on Charles Darwin Block 
the evil scientist Dr Fribb has released an enzyme which causes humans to 
ecologically regress. Dredd fights his way through humans regressed to monkeys 
and lizards to reach the mad doctor's laboratory where he arrests him 

Now Dredd receives an alert from the Atlantic Purification Plant. A Sov agent is 
trying to poison the water supply with Biockman ia solution , bu t Dredd ma nages to 
destroy the inlets in time, The spy Orlok attempts to escape in a Sludge truck so 
Dredd gives chase. 

OrloJt makes it to the Weather Station where he tries to create Block mania rain, 
but once again Dredd foils him by destroying the weather devices Orlok makes 
good his getaway i n a shuttle - but D redd gives chase on a hover bike and gu ns hi m 
down. 

Despite D redd 's efforts Blockmania has broken out. and two blocks are fighting 
each other. Dredd rushes tothe scene tocalm thingsdown only to discover thatthe 
rival blocks have obtained large guns and a re firing at each other. Dredd disables the 
fou r sma Her guns then makes his way to the com man d centre to destroy the large 
gun. 

WhileOredd has been busy the Dark Judges - Death:, Fear, Morttsand Fire - have 
returned from their own dimension to plague Meg aCity One. Unperturbed, Dredd 
collects Dimension Bombs to send them back to their own environment,' Finally 
Dredd meets each Dark J udge, one by one, in the Doomsday Room where he u ses 
the Dimension Bombs and saves MegaCity One, ■ 




Judge Dredd has been the most 
popular character in Fleetway's 
2000 AD comic since his appearance 
in Prog Two. He is nowoneof thef ew 
British comic characters to have a 
dedicated comic the judge 
Dredd Megazine, Issue Fourof 
which is should be out by the 
time you read this. Now 
Virgin and Random Access 
have teamed up to create 
a computer adventure 
for the future's 
toughest lawman. Brian 
Nesbittfoundouthowit 
happened and spoke to 
the man behind the 
mask. 



THE FATTIES bear down on Judge Drtdd vhg 
h*» just destroyed 1h* last lD«t ge^raia- 

Alwi ST version 




i i.JtJt>fc. DREDD un the Amiga. Just en* Fatty remains to b* destroyed before Dredd h»it id save 
a hijacked Pood convoy, 




THE ONE 



JANUARY 1991 



Where did the idea for Dredd 
come from? 

It was about fourteen years ago A 
film called Dirty Harry was making the 
headlines, and we thought 'Well, let's 
try one that goes just a wee bit 
further '. There's one thing that I've 
teamed from all my comic life arid 
that's people love a bastard- There's 
nothing better than a bastard for 
getting readers either loving or hating 
them. And in Judge Dredd it's the 
unique combination where they can 
both love and hate. So the script was 
done - it was heavily censored 
because l think it was at time perhaps 
just a bit too violent - and he 
eventually appeared in 20QOAD in 
Issue Two and he's been in every 
issue since that, give or take a few. 
do you feel that Dredds changed 
much In fourteen years? 
He's gone through a lot of city -wide 
disasters,, a lot of changes - well, not 
really changes in personality but 
changes to the city. He's still a 
bastard. Recently I've had him being a 
bit of nicer guy. but having seen it in 
print I don't like it at alt, so he's gone 
back to being a real, bastard 

The essence of Dredd is that he 
hasn't developed - it's more the 
world around him that's developed, 
and had a lot of depth added to it. 
But he's remained constant. The 
variation of his character is between a 
fairly good guy and a fairly bad guy. 
and that's about as far as it goes. Pat 
Mills tended to play him more as a 
hero. 

It is difficult to sustain a character 
like Dredd for so long. It's been 
patchy. It goes through down periods 
and up periods. It's a lot easier if 
you're writing a continued serial than 
trying to come up with a good 
one-off story. By their very nature 
one-off stones tend to be very slight 
There's sometimes not a lot you 
can do if you want to get a 
decent action content mta 
a story - there's not an 
awful lot of depth 
of characterisa- 
tion you can do 
where do 
you draw- 
your inspi- 
ration 
from? 
comes in 
many 
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JOHN WAGNER was Born in 1949 in 
Pennsylvania. At the age of 
thirteen he mowed to Scotland, 
where he stayed for seven years 
and developed his accent, John's 
writing career began at DC 
Thompson when he was nineteen 
- *it was In a place called the 
Fiction Department where you did 
things like read incoming 
unsolicited manuscripts and 
replied to the writers you would 
listen to woman's Hour, and 
there'd be a week when you'd 
listen to it do a report on it and 
send it round to all the magazine 
editors. I wrote horoscopes for a 
local paper which snows you 
now accurate they are - and I 
edited some Mills And Boon books, 
I was only there for about a year 
and a half as chief Sub-Editor. I 
didn't know what I was doing, but 
I did it though 




first worked with fellow writer Pat 
Mills He left to go freelance and 
I left with him to end up working 
* a wasat nc Thompson that John from his garden shed, I did that 

forms I suppose you could say the caught my fancy A story's evolution 
oC4 of Dredd was m Dirty Harry and depends on the starting point So m- 
genesisorur™ times it's the characters that evolve first 

55 I'd ter seen and other times it's the situations. 

^luihnvT you get an idea like -it might be 

s * ftnwh0<3 * the housing situation in 

MegaCrty One. A lot of ideas 
that we use in it are sparked 
off by present 
day incidents. 



ADE DREDD 



for about a year, then came to 
London on a freelance contract 
and edited a girl s comic called 
Sandy, Then i went onto Tina, I 
was the guy who killed it 
although it was wen on it's way to 
it when tnev put me in charge, I 
hardened it up a bit and made It 
■poppy". Put it didn't work, i left 
after that to Be a caretaker in a 
mansion In Scotland to give up 
writing altogether. That lasted 
about a year, during which I did 
some work for George Wimpey, 
and I did a stint on a dredging 
barge for twelve weeks - that was 
quite a lot of fun actually, but it 
was hard work for not much 
money. You did twelve hour stints, 
seven days a week/ 

it didn't take long for John to 
realise that he could earn iust as 
much money writing a single strip 
as he could earn doing a week s 
work, so he returned to writing 
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law; 
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Most of the things that happen in 
judge Dredd - apart from the weird 
sci-fi angle - have actually happened 
somewhere in the world, there are 
police forces line the Judges all over 
the world it depends on where you 
start really, you can start off by think- 
ing 'Well, I think it's time I did some- 
thing on Dnedd's character here and 
made him a wee bit tougher' 
And then again you just get 
an interesting 
idea that lets itself 
out into a story and 
the problem is 
^ fitting Dredd into 
it Which is 
something 
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decided to move back to 
: jndee, and I got a telegram from 
pc who wanted me to come 

.vn to London and work with 
=at Mills to do Battle Picture 
*eettly. It's gone now. But It 
asted a long time - twelve, 
Thirteen years, which [5 pretty 
jood going for a comic in the day? 
If swift closure." 

Come 1975 John left Battle for a 
:nef stint at Valiant. "It was just 
refore 200DAD came out. Valiant 
3d Adam Eternal, Billy Bunter. 
:aptain Hurricane., that was one 
'J the things that taught me 
Dredd would work, because when 
took it over f decided I'd toughen 
: up a bit. in the readers' 
popularity poll. Captain Hurricane 
•as by far and away the most 
Mpuiar, 

"I also brought in a story called 
Dne Eyed Jack, which was pretty 
nt because It was based on 
Dirty Harry - that kind of film, it 
was drawn by John cooper - he 
3 Id Johnny Red for Battle, but I 
lont know what he's doing now, 






like doing. We've got a lot of leeway 
iow in the comic although you can't 
•=ave Dredd out of the story he 
doesn't have to appear too much - 
rs his world really is what the story's 
about now And that's the nature of 
the way the story's expanded. I find it 
■nuch easier Really, after over seven 
"Hundred D redds I've said just about all 
have to say on him. It's his world 
that interests me and the characters 
that interact with him and things that 
-appen around him. 
you wrote every single Dredd? 
-I most all of them, either myself or 
with Alan Grant. I've certainly written a 
3COd proportion of them 
Which story are you most pleased 
with? 

<vell. there's quite a lot of them for 
different reasons, in terms of story, 

•'ight Surfer is one 1 always 
-emember as one of my favourites It 
*as playing someone efseas the 
good guy and Dreddcoming over as 
:he real bad guy. Itwas somethingwe 
should have done a long time before 
that but we didn't have too many 
heroes apart from Dredd - they 
tended to appear and then get killed, 
whereas Chopper was one that 
actually stayed around. Some of the 
^ngel Gang stuff was fun to write, 
and obviously JudgeDreddat his 
more humourous is enjoyable. I've 
really enjoyed doing the young Death 
m the Megazine now And I've quite 
enjoyed doing the Americas story, but 
there again Dredd doesn't feature 
very heavily in it - not until Issue 
four. There have been a .lot of 
one-offs as well. Things like LoveStory 
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He did some 

Dredd once or 

twice, but he 

was never really 

a Dredd artist. 

with iack I did 

the first script 

then handed It 

over to someone 

else and just 

read ail the scripts 

as tney came in. 

From the first 

issue One Eyed Jack 

appeared in he got three times 
the votes that captain Hurricane 
got. A couple of other stories I 
introduced were Paeo, about a 
dog. a bit like Wild Fang or Call Of 
The Wild, and he did twice as well 
as Captain Hurricane. Even a fairly 
badly -written story called Death 
wish, which was a war story, did 
quite a lot better. They showed 
me that the tough man could 
work. The next thing 1 did after 
that, apart from a bit of freelance 
for Battle, was Dredd In. . 76. And 
rve been freelance ever since." 



where a girl fails in love with Dredd. 
and it Pays To Be Mental, about how 
eing slightly mental can get you 
through life in Megacity One. Those 
are the ones that spring to mind. 
There are quite a few I don't like to 
be reminded of,. Sometimes they 
look better Dn paper than they do 
when they actually appear in the 
magazine. There are some that work 
the other way, that just seem pretty 
stock ideas and then when they come 
out they work really well. 
Why is Dredd based in the States? 
I suppose part of it is because I was 
born there and grew up there. It 
always seems to be a more natural 
place ^or outlandish things to happen 
- it fits in better there than it does in 
this country. America's just right. 
There are so many oddbalfs in the 
Country and so many oddball ideas 
coming out of it. Take, for instance, 
something like the Fatties, which we 
did a lot of - rm told by people who 
go over to America a lot the place is 
populated by Fatties. In fact, one of 
my friends went to a convention and 
came back having taken two whole 
rolls of films of Fatties! Alan Grant 
suggests that that's one of the 
reasons that Dredd has never quite 
taken off in America as well as he's 
taken off here, The things that seem 
outlandish to us are normal to them, 
Dredd r s not so wild and weird. 
Dredd 's a mirror of life. 
There's a high level of paranoia 
throughout every Dredd strip - 
everyone Is guilty of something, is 
this a subconscious thing? 
Everyone is guilty. Crime is life. That's 



just the 
way the 
world's set up. 
That's Dredd! 
Do you think that the legal system 
ever go as far? 

It could go further. Originally Dredd 
did have the right to execute anyone 
he liked and that was one of the 
excesses that IPC at the time decided 
to curb. I think that they were 
probably quite right. A character like 
Dredd was just too unsympathetic, in 
the original script there was a siege in 
a building Dredd was racing to the 
scene and one of the onlookers stood 
out in the road and said 'Here comes 



Judge Dredd, hell sort them out'. 
And Judge Dredd runs him down with 
his bike The guy's maybe about five 
feet away from the pavement and 
Dredd gets off his bike and pulls 
out his gun, and this guy's lying 
bleeding and he's got broken 

limbs and everything, and 
Dredd says 'Jaywalking, citizen. 
Tell you what, I'll be lenient. 
You've got five seconds to 
reach the pavement or the sidewalk' 
And of course the guy doesn't make 
it and Dredd blasts him. That was 
Dredd's law onginallv. That was the 
onginal concept of the whole 
thing. But it didn't make it. 
How much of an influence did 
the original artist have? 
Carlos Ezquerra... a tremendous 
influence really. At the time there 
was a film called Death Race 2000 
All 1 saw was the advertising poster 
- 1 cutitoutofanewspa.per.it was a 
guy with a black helmet on and very 
little of his face showing. 1 sent it to 
Carlos, and hecameupwith Dredd, 
which was far more elaborate than 
I'd ever imagined, other people in 
the office 
- like Pat Mills - added a lot to the 
concept of it, and the actual concept 
of MegaCity One... I believe that an art 
man called Doug Church came up 
with that. When I'd done it I'd 
originally just set it in New Vork. A lot 
of people made contributions to it. 
Which artist comes closest to your 
original conception of Dredd? 
; t 5 nard to say Carlos obviously 
because he created him People like 
Bnan Bolland and Mike McMahon are 
classic Dredd artists... Cam Kennedy 
draws a very good Dredd... Ron 
Smith's style's very fifties, sixties... 
Colin Macneif's doing a very good job 
now, Quite a few really ..Barry Kitson. 
Ian Gibson... 

Mow old fs Dredd now? 

I keep him round about my age. 
which is . forty-one, and that's how I 
see him It's very Freudian, isn't it? 
how do you relate to Dredd? 
I'm all for him, I think we could do 
with a bit of Dredd in this world. I'm 
partly for him. Jet's put it that way. 
I'm fond of him, I'm fond of his 
world, but it wouldn't hurt me never 
to write another one He's given me a 
lot of leeway to be honest, especially 
now that he doesn't actually have to 
feature that much. 
Is there much of you in Dredd? 
Quite a lot really. In a political sense 
I'm pretty left wing. But it's not in me 
to be a bastard though. But 1 often 
feel like meting out instant justice, 
but it wouldn't be the people Dredd 
metes it out to it'd be like the Fnme 
Minister and all his toadies and people 
like that - give out a dose of high 
explosive. I'll probably have the Special 
Branch round investigating me after 
this... 
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Do you feel restricted bv Having 
to use the analogous language to 
replace swearwords? 

The gruds and the drokks. and the 
perps and the dults... Perps is in 
common use in America anyway, and 
even in this country That's quite fun, 
wording out new ones - things like 
dult i find very pleasing. It's just right 
- a kid would regard an adult - just a 
dult. The funniest one of all was 
'pop'. The managing editor of 2QOOAD 
at the time was reading a script I did. 
and there was a balloon or something 
went 'POP!'. We were told we 
couldn't have 'POP' in - it was 
obviously his little Family term for fart. 
You get used to it though, You know 
there's a limit to what you can do. 
And in a way I'm glad of it because 
whenever l write a story I'm pretty 
sure I'm not going to get any mums 
writing into me about bad language 
or about - well, these days anyway - 
excessive violence, These are basic 
rules which I think are quite important 
in comics publishing, because you 
don't want to find suddenly that you 
cant sel the magazine to ten or 
eleven year- olds. It's got to be 
suitable for them. 

Censorship doesn't bother me that 
much. As a whole I don't agree with it 
at all, but in terms of what you're 
producing for a young readership - 
yes, it's very necessary. Some of the 
things I've seen in quite a lot of 
comics I wouldn't want to let my 
children anywhere near I find them 
vile and disgusting. Kids are much 
broader minded and know an awful 
lot more than we think they do, but I 
reallv don't see the need to thrust 
vulgarity, sexuality - sexual excesses 
at them. Or excessive violence. That's 
one of things I was quite pleased 
about - i don't know if the readers 
are quite please about it - in the 
Megazine. There's very little actual 
violence in it. i think in the first issue 
there was only one story where there 
was a shooting, it was quite 
interesting to be able to do 
something that you are pleased about 
the quality and yet not having to 
resorted to three or four pages of 
grotesque violence, Not that 2QO0AD 
specialises in that anyway. 

The thing I try not use is knifings, 
I'm not very fond of knifings. I've 
used one or two but not liked the 
look of them, it tends to make them 
more graphic. And I don't like the 
crimes against women and children, 
especially graphically displayed - 
that's why all the corpses you ever 
see in Dredd are guys. 

Actually, there was one instance of 
censorship that really bothers me. I'd 
done this story - I can't remember 
which one. There was going to be a 
big full page picture of Dredd holding 
a guv's head over a platform of a 



railway station, with the train coming 
in so his head would get knocked off. 
and he's screaming out 'Bastard!'. But 
it was taken out and it looked a really 
silly page. There's a guy in the 
background going 'Dredd, no» J ... 
i like to laugh at comics, l think 
comics should be a laugh. I think with 
the Megazine we've got about the 
right tone. I think we'll introduce 
some new stories and a littte 
correcting exercise on one of two 
angles on it that we didn't think 
worked quite so well. But the tone of 
it I'm very pleased with 

We're doing an experiment - we 
don't how it'll go. we're doing a story 
which begins in Dredd 's world but 
then we flash back to Chicago, one 
hundred years before, and we want 
to see how the readers react to 
something that is normally superficial 
to Judge Dredd Megazine story, it's 
about one of the first male births, 
complicated by the fact that the guy 
happens to be a Mafia hitman, it's 
called Al's Baby and it'll be in issue 
Four. I think a lot of readers will think 
'What's it doing in the Magazine? 
2000AD might have been a better 
place for if. But we don't want to 
become stuck in a rut. we want to be 
able to try new things, and if the 
story's good enough and we can 
manage to tie it in to Dredd's world in 
some way then we'll use it. we'll see 
how it goes. Carlos has drawn a totally 
different character. 



What are you up to now? 

nave you seen the Bogeyman? it's a 

four-part series about a lunatic who 
lives in Glasgow and thinks he's a 
Humphrey Bogart private detective. 
That won two best comic awards, we 
came up with Bogeyman that about 
six. or seven years ago. We did a 
sample strip and sent it off to Marvel 
and DC to see if they wanted to buy it 
but they weren't at all interested. It 
wasn't until a couple of guys we know 
who run a comic shop in Glasgow 
came up to us and said they wanted 
to do a Scottish project, so we did it. 
if 5 taken seven years to come from 
an idea that someone thought he was 
a private detective but he is in fact a 
raving lunatic. 

Another one I've done is The Last 
American, which has just come out 
from Epic. That sees the return of 
Mike McMahon after many years - I 
think the last thing he did was Slaine. 
And then the really big thing next 
year is the Dredd and Batman graphic 
novel. It's a dimensional crossover We 
bring in Judge Death and Mean 
Angel,.. It's being drawn by Simon 
Bisley. We finish off with Death on 
stage doing a version of Sympathy 
with The Devil... 

I've written Batman in the past - I 
did a stint on Detective, with Alan 



Grant. I've just written another 
Batman. I don't do much for them 
these days, but I enjoy Batman. He's 
actually quite a similar character to 
Dredd, except that he has this no 
killing rule you get the feeling that 
he'd really like to - certainly the 
writers of Batman would reallv like 
him to. That was one of the thing 
they insisted in our script that he 
couldn't kill. 

Do you read many other 
publications? 

I don't read comics. I've always 
thought it was better that way 
because then nobody can say I was 
copying their scripts. Plus the fact 
that i don't like comics.- I'm not a 
great comic fan. I don't read comics 
for pleasure - i used to when < was 
younger, i like to look at the artwork, 
but by and large I don't think the 
standard of stories in comics is very 
high. 

One of things about oredd is the 
high turnover of ideas, Like, what we 
would do in six pages and American 
comic would spin out to twenty-two 
or twenty-eight, so it's always been 
very demanding from that respect, 
you've always got to come up with 
new things. That's why when you do 
a longer story it's so much easier 
using that one large idea and 
spreading it out and developing other 
aspects of the story you wouldn't 
normally have time to do. The 
Americans can't believe how many 
ideas get used up every week by 
Dredd. 



But it never worked for me. Anyway. I 
spent about three months working 
with Pat Mills on the script, and it was, 
revised and revised and revised and 
revised ,. And I was working with Pat 
during the day, and then working 
with- Alan at night, but my wife was 
having a baby at the time so I 
thought well, something's got to 
go', so I got rid of the wife... So I got 
rid of Dr Who, three months of hard 
work., and I only got about a hundred 
and seventy-five quid. The BBC are 
doing the Bogeyman as well, so I'm 
sure they'll do a better a job of it 
because it's BBC2. It'll be a bit. like 
Tuttl Fruti And that should be out 
next April 

What about the much -rumoured 
possibility of a Dredd movie? 
i think plans are moving ahead. 
is there anyone you'd like to see 
playing Dredd? 

Dudley Moore I think... But who has a 
chin like that? Not many There are 
not many actors who'd like to go 
through the whole thing without 
taking off the helmet. Dave Prowse 
might do a good job, 

And he'd sweat like mad in that 
leather suit. Did you give much 
thought to the practicalities of 
Dredd's equipment? 
Yeah, l still don't know what he's got 
in his pouches. I'm not sure what 
bullets his gun shoots to be honest. I 
know a few that I use. 



Have you seen the very Dredd -like 
Robocop? 

I've been tpld not to watch it because 
it'll annoy me, so I've never seen it 
People are always stealing ideas from 
each other. It doesn't bother as long 
as people develop the ideas. 
Do you watch many Alms? 
i like Harvey - the rabbit. But I don't 
really watch many films - l don't get 
a lot of time to watch that many. I 
used to like westerns a lot. I like film 
noir as well. But I don't really watch 
much, only things like Rain Man and 
Kramer vs Kramer And comedy - 
Steve Martin a very funny Doc Savage 
was good fun. 

Would you not fancy writing a 
movie script? 

The only TV stuff I ever did was 
unprofitable. I did some or Who. 

many years ago. it never came to 
completion, it's partly because the 
people producing Dr Who don't know 
what the hell they're doing. That's 
what killed it. They hadn't the 
foggiest notion of what makes a 
good story. It was bad scripts and bad 
production quality, but people liked 
the tackiness of it for some reason 



Have you had any involvement 
with the game? 

I've not seen it. I'm looking forward 
to playing Dredd the computer game 
to see exactly what they've done and 
what they've used. 1 quite like 
computer games,, they're quite 
addictive. I've got a Commodore 64 
There were one or two games I 
couldn't stop playing - pastflnder 
was one l really enjoyed. My 
daughter's into Ghouls 'n J Ghosts i 
like the reallv simple ones - like 
Wizard Of wor when they get too 
complicated I don't like them. With 
Pastfinder I think it was seeing if I 
could get rid of this whole grid, but i 
never did 

i used to do a strip for Eagle called 
computer Warrior., i got so sick of 
doing it that 1 told them I wasn't 
playing any more games and they'd 
have to get someone to make play 
and make a video Of It I used to do 
that and then they just sent me a 
sheet of things that happened with 
the game. It's something that was 
quite quick to actually write, but I 
wasn't enjoying it. I think that was th 
last sort of story I wrote that I really 
hate. Now I tend to do only things 

that i enjoy. ■ 
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INYONt WHO HAS BF.EN witching The Krypton 
Factor, Tomorrow's World and Horizon lor the list 
dozen years will have heard ol Virtual Reality. 1(5 main 
applications M fir have been in civilian and mili tary flight si mutations, 
where trainee pilots interact directly with ■ computer- generated JD 
world, Via peripherals providing visual, auditory and tactile 
information Inevitably, as hardware cosh plummet, VR is becoming 
increasingly accessible to more people - lo particular the leisure 
market 

But what If V i mill Reality? The 60s surti Timothy Leiry «es it mi 
revolution in sensory ex perience At its most basic it's a new method of 
presenting 3D images enhanced by movement and stereoscopic 
views The unique aspect of VR is that as you move so docs the view. 
creating a true three dimensional illusion Once an environment has 
heen benefited, position sensor;, in the viewer interface (such as W 
Industries' Visette below) tell the computer where you arc in the 
simulated world, and getter? te appropriate, subtly different 
two dimensional images on each eye of the viewer seeing is 

believing 

Ceneratink; ihc enviTumilcnt is nut as simple IS it mi({ht sound 
Cheating is the common method of creating the illusion of 3D, i 
thread that nuns fram Victorian stereoscopic cameras through 3D 
films (complete with red and green spectacles) to the VirtUsllry LCD 
screens mounted in i visor 

Home computers hitldle JD in a two-dimensional way With clever 
tricks vector graphics, raytracins and filled 3D. Where an attempt 
has been made to utilise simple interfaces such as 3D glasses (as in 
Elite's Wanderer and Taito's com operated Continentll Circus I ihc 
results have not been successful However, the basic principles of 
creating alternative worlds are the same objects arc defined 
independently, so thit they can be moved around, made 'sol id* so that 
one doesn't pass through another, and given gravity so that they iallto 
the ground when dropped. 

Tflie 3D is only the beginning of VR the illusion can be enhanced 
with quadraphonic sound., intent t ive C I nth i ng and movi ng platforms, 
Virtual Reality is unique in that the nature of the hardware involved 
dictates that the simulated experience is totally personal 

Possible uses for VR are limitless. As well as pilots using aircraft 
simulators, surgeons see it as a chance to practice difficult operations 
without danger to patients NASA ,s already working on a system to 

simulate theoretical planetary environments Other scientists see it as 

a potential interface between humans and robots in restricted areas 

such as nuclear power stations, while biologists can IJSC it to view 

molecular structures In three dimensions, and architects arc already 

usinfl it to transfer building designs from the drawing board into 

simulated existing neighbourhoods 

In all these applications the principles and hardware are rough I jr the 

same an i nfi nitely flexible field of vision, and a glove., joystk k or keys 

to manipulate the altemattw reility Whether ornot evrayuserwill be 

able to wear a visor to explore their artificial world is another matter 

headsets cost millions of pounds to design and manufacture 
Technical advances have rewritten our 

visual vocabulary in television, films, and the 

arcades, although commercial exploitation of 

the medium has only fully covered the last 

decade In I9B0 three American pioneers, 

Triple I, Magi and Robert Ahel Associates, 

started work on animation sequences for the 

film Tron The following year, a couple of 

ex-Tnple I employees bought a Cray XMP 

computer to work on the special effects for The 

Last Starfighter Since then landmarks have 

included the Channel 4 logo, the title 

sequences for Sportsnlght, the Nine O'Clock 

News, and Wired. Drre Straits' animated 

video for Money For Nothing, and the special 

effects for the film The Abyss 

From crude beginnings simulated 3D has 

grown into convincing realism, to the point 

when? new alternative worlds will become 
irresistible forms of escapism As the hardware 
involved becomes ever cheaper, the potential 
applications are only limited by the imagi na- 
tion of the designers I 



Virtual Reality systems 

revealed at the recent 

Computer Graphics 1990 

exhibition hinted at the 

future of coin-operated 

entertainment, showed off 

some serious realism, and 

gave Cordon Houghton the 

chance to try on those 

dapper gloves and that 

helmet. 
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THIS IS THE Virtually 1 W» SO (Srt-Downi "nil, » 
console Housing! system which comprises 
dfuilitir. Visette md Anlmelle. as will as. two 
proporHoflal loyartlcJi* (*aeri wilt* * eoupl" ol 
-iwrtcbwi *ruJ ■ njonitcw mhleh relay* Ihe action 
in two dimensions to tin Owiaide world. 



IF W INDUSTRIES has its Wiy, the machines In your local arcade 
ill be revolutionised within a yen This Leicestershire-based firm 
claims to have developed the world's first affordable Virtual Reality 
sy&rem- It is a complete coin operated VR kit called Virtuality ("1 M I, 
and includes sit-down and stand up consults, a visor, built In 
joysticks and - most Importantly the games. The cost of VU la 
in .1 mally prohibitive (somewhere bet ween i lOG,OQO-€300.000 for 
a complete system) hut the Virtual irv -.vs terns could he available for 
as little as £20,000 e 

I ive years' research and development went into the creation of 
ntualitv. Its three key components are i visor — Visette (TM), 

Inch contains stereo LCD television screen* and quidra;tl m 

sound - a muhi- media computer system - Expallty (TM I and the 
ulitiQn software itself - AnimetU I I'M I 
Doctor jonathon Waldem the company! Ml), envisages that 
rht system will become a form of interactive cinema where 

WEIGHING JUST 2.9kg, Itw VlMtt* {Til) visw I* 
lite main mItriK* *kth Uw vlriutl world. It 
rnhtains a starsoscopie viewing »y«t*m t*Mch 
UHl colflur LCDs, and 9 quadraphonic 44mm 
speaker system to provide logr-ehsnnei sound 
triere is ev»n ttw potential ID Is* to otrwr 
player*, because Um vlaor alio incorporates an 
internal microphone system. Tracking wmaors 
enable Iris poartlon and angle ol Ihe head IS be 
continuously monitored, and an overhead 
adjuster enables a good viewing poslii&n avan 
lor uhA who wear glasam. It is claimed thai the 
visor llts ptmple Irom 10 y**r* old to aduh The 
LCDs meat ure Approximately BOmm x a&mm 
with a pixel rawlutlen ol 27S it 372: that a 
102,673 amels In all, 



COULD THIS BE in* arcade of th» lulura? Pari ol 

the »pp*al or virluairly I* its Asxlbllrty. slt-duwh 

and sland-up onmrafa*, modBm and irtterlinhlno 

MpatMlity. and • limple, all-tH»rpa<»e combination 

of Kafshrar* and soBwar* (dry ic* U not 

■i ided). AppMcilionB aren't |uat llmitad tc 

gjanwa: car designers could drive their 

prototypes long twfo™ tf» Hret on* roila ott torn 

pfoductlun line 
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THIS IS THE FIRST game for the ViMual lly 
system: provisionally titled Hamer V10\ , it is 
(predictably) an arcade riighi simulator. It 
consists of a world basically divided Into lend (* 
green atrip), w*|*r (blue strip! and desert (yellow 
atrip). At well as other players. Harrier VIOL 
contain* carriers, frigates, helicopters, MiG* and 
temples towns, it la the creation of Tony Rowley 
(simulations designer) Graham Patten (graphics 
designer), »™d Adrian Shepherd (graphics 
settwire^, tad there Is still want to ba done. For 
example, specialist function* such as the ability 
lo follow ■ missile have lr> be included. Sound 
bHscIs are boosted by realistic engine noises 
and Ihe potential lor pilots to inlef-communieiri*. 
Thai* It even talk of a motion platform to- 
simulate the aircraft i pilch and roll. 

W INDUSTRIES was 
Inspired lo create 

VirtiiBllty by i in**)* 
on rail time SO 
graphics by James 
Clark, founder and 
htad ol Silicon 
Graphics. The g*mts 
designers can now 
make us* of 45,004 
ori-scrwtn colours. 
wtlh subtle mist and 
fading atlacla. 
Loading and bitmap 
graphics are exerted 
on In* PC utility. 
Artworks. Trie 3D 
graphics are modelled 
eilrwir on graph paper 
or using AutoCAD 
and Ihen digitised, 



individual members t 

world created i iterumrtR Keen 

hvuured on Tomorrows Vl orld and is due to make a second 
appearance on a QE1D programme scheduled for |ani: 

Designing new games is made much easier because the software 
and hardware have already been created it i 
work OU1 the basic lorrr 

After that the gameplav is tweaked lor another few months it s a case 
of tailoring the ganv 

On* nt nSe great po<< sdV 

machine is the ability to | machine^ 

are colour-coded in CQfTwpo* 

onscreen, and each player can interact with all the others within the 
simulated world. The problem will i- a game - I 

the hardware pate 

Dungeon Masti for 16 pi 

rum f lolofi) !■ mi 
\0... 




THiS SCREENSHQT is actually a llyntly , 

I he view provided by tine ViaetU, simpi i 
because the »lsor makes use pi low resolution 

LCD once high resolution LCD is implement* 
Ihe view from the headset and the monitor will 
match exactly, However, wnal this picture tails i 
convey i« the totally convincing tee) of being 
inside the Harrier cockpit which you get whan 
using the Vrsette. 




THIS IS THE HEART of the machine: Expatlly 
(TM), a muttl-prosrwaor mufli-media computer 
system developed by W lndustr.es. weighing Ml 
?0kg and taking up a mare 006 cubic mains of 
3D space. Matt storage is provided using CD 
ROM and hard dick, and the whole kit provides 
Ihe cortvputar-gsneraled Image*, multi-channel 
Bound and motion ouipuu for Virtually. It la stale 
lo display up lo 30,000 virtual polygon* 
independently every second, with a maximum 
update rat* of 5CK* tlemenl* of t.h* system can 
even be upgraded to espial* technological 
ajdw no a a . 



AHIMETTE (TMl IS Ihe software which uses Una Eipality con*?uter M 
simulate vitull, aural and motion stimuli Irom the virtual * 
processors In the Enpallly computer genet alt stereo images Irom the 
world rrtodet | n the computer's database, and th* Bound ay 
apoJwn ktilructiont as wall as enact* The softwa- 
darta and vehltl* dynamics equations to provide Ihe appropriate Image to- 
each aye. Current specrflestion* include 65.536 colours on screen at one*. 
mist and fog slfecli with visibility Irom 30m to 20km, and ordinary 
visibility Irom 50mm to 200,uMhm. 
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VIRTUALLY FINISHED 

HARRIER VTOL If 

only the first coin- 
operated machine 
thai W Industries 

intends to create 
with Virtuallty The 
following trio of 
name specifications 
1 are already under 

development (the tides arc provisional, and 

all have multi-player potential 

FUTURE FOREST 

Inspired by the lores! sequence in Return Of 

Ibejtdi Future forest features' a mazelifce 
cou™ ihrou K h dump* of closely -packed 
trees, sod enemies who make life difficult by 
shooting at you The ultimate aim is under 
discussion, "hut it amy involve collecting gems 
from inside pyramid'; 

CRATERACE 

A competition between rivals vying lo save 

their home planet. Crateracc involves racing a 
buggy across a lima r landsc ape Your pi anct is 
dying and neetfs ok for survival With your 
cralt dropped from a spaceship your task is to 
collect specified amounts of ore hy bouncing 
and burning your way to them US inj< spinning 
sensory drones as guides. There's just one 
catch Several people like you have been 
dropped off on the lunar surface and there's 
only room for one on the journey back Fail. 
and the mothership clears off without you 
CRESTA RUN 

This promises to be the most appealing of the 
bunch. Contestants are fired from a gun in 
pairs, and race down a hazardous cresta runon 
sleds Enemies attempt io push you off the 
course, or to bump you into the many 
obstacles bends, Star Wars-style barriers, 
opening ami dosing irises, sliding w.tlK 
switches, and a swiveling mincer blade There 
is even talk of using a motion platform to 
enhance the experience 



AN ADDED DIMENSION 



JANUARY 19S' 



VISION'S DAT AG LOVE 
and headset create 
the linn between the 
guar and 1(ib 
simulated reality. 
Senior* in the helm*! 
rtspcKidto head 
mowemanl and 
transfer the 
information to the 
image cUtpMay so 
speedily mat the 
sensation ol throe 
dimension* I* entirely 
conv Inclng. Up to 

30,00a independent 
polygon* cm be 
processed par 
second, *M*nnpaniBd 
by elflbt-ehenrwi 
found. 




DIVISION TOO 



VIRTUAUTY wasn't the only alternative reality on display: 
Division Ltd was showing off its Vision (TM) system, though the 
accent was bent more towards commercial applications. Like 
Virtual ity, it combines Stereo images with audio and tactile 
feedback, and can be connected to create a lartje, multiuser 
interactive system . It can also be accessed by applications runn i ng on 
a number of host computers, including an IBM PC 



THE QLOVC ITSELF Is tint mesne of manipulatlne. you* environment, 
though il» not simply a o,uastlcn of (tafcblriB obiaela. Tlw computer hand 

on screen r**fKinds iikKv 'o the movement of your own hand, and ■ 
wide variety tit funcUmia are seeessed by subtle movements: point your 
flnoir antl you Ity throUB* lr» room, prow your linger and thumb toother 
ana you cart si'sb hold «l onjacla. It't only a mittat ol lima bartora a 
BetaSurt la invented to create even greater Interaction between realkty and 
simulation. 



BUSINESS side ut VR, New Dimension 
International, tistei company of Incentive 'who programmed the 
Fresscape adventures: has created a virtual reality utility i 
Superscape III .1 Tt based utility which runs in real time, and 
features interactive VGA graphics The picture here shows its 
aiential for 3D modelling, with a resolution of 640 * 4 HO ir 




<:w calculated at up to 25 times per second NDl 
offers a service which allows a client to customise the simulated world 
to their own spei ificatkliw They aTe then able to walk, fly or drive 

i the environment at will Applications art envisaged in the 
fieldoi sales presentations surrogate travel visualisation, simulation, 
training and marketing demnns-trations 



THE ART OF REALISM 

AUTHOR Pafric D Pri nee has identified e i ght 

major ways in which computer art and design 
differ from nun-computer an. ideas which arc 
fundamental to all virtual reality systems 

MODELLING OF WORLDS 

The ability to create a diiji tally -based picture 
or model of some aspect of real or imaginary 
worlds 

RANDOMNESS 

Creativity oh en anses out of accidental 

itiotu Computer artists can selectively 

apply degrees of randomness to the domains 

they create 



VARIABLE VlEWPOir 

The ability to generate any persi 
pjiven model 

TEXTURE MAPPING 

The ability to systematically warp or modify 
ihe texture of any surface 

COLOUR CHANCES 

The possibility of changing the colour hue 

any surface, or the colour illumination of an\ 

scene 

INTERACTIVITY 

The ability to create a kinetic art objci I &4 
reacts to human or environmental input 

THE PROGRAM AS A DESIGN ELEMENT 

The ability to radically alter any model b 
applying a computer program that 
linguistically as opposed to visually based 

REPETITION OF FORMS 

Forms both repeated within a model . 

countless minor variations generated 
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WHO? 

BELIEVES THAT THE ATARI ST IS DEAD AND THE AMIGA TERMINALLY ILL? 

WHAT? 

WILL TAKE THEIR PLACE? 

i 

WHERE? 

WILL THIS LEAVE YOU? 

WHEN? 

WILL THIS HAPPEN? 

HOW? 

CAN THIS BE TRUE? 

AND 

WHY? 
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THE ONE 

ON SALE FROM THE TWENTYE1GHTH OF JANUARY NINETEEN NINETY ONE 
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'Puzznic has some very 
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g I Early le^db proride a nicely sraduated introduction to an 



■ ■ 



i- T 



. GAMS' ZAPP SIZZLER 

"Just about as puzzle gamey as they come.. 

this is a class ad alright ' 

Right from the start this game 
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NO LIMITS ... NO IVIERCY 

NO SURRENDER! 
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